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EDITORIAL 


ScrewAttack Magazine 
One Year Later... 


365 days. 365 FREAKING 
DAYS! Yup 1 year has passed 
and with it the first ever an- 
niversary of the ScrewAttack 
Magazine and a massive... | 
mean... MASSIVE EDITION for 
this month. Over 200 pages | 
can't still believe | was able 
to pull that out; really late ar- 
ticles and reviews, images to 
be posted, waiting patiently 
for the awesome front page of 
this edition which | have to thank Genzoman to be our artist for this 
special edition and yes | know the magazine got delayed afew days 
now but unfortunately Genzo got sick during the week and he had 
priority work so it's understandable. 


The magazine will continue now but differently, now it's going to 
be not at the end of the month hut rather at the middle of it, nor- 
mally 111 post it on the 15th if everything is ok or on the Friday of 
that week, don't really know which опе will be best but with the New 
ScrewAttack we will have to wait... 


Iwant to thank everyone who has supported this magazine the be- 
ginning, with reviews, articles, their art and ideas. Yes this is the 
work ofiperson but without the gfs community content this maga- 
zine would had never exist іп the first place, he proud of this people, 
normally this projects are the easiests to fall on the first months hut 
with dedication and an awesome community this will go on... until it 
ends... Anyway, enjoy this amazing ScrewAttack Magazine Anniver- 
sary Edition Issue #09! It’s full of Win... 


By the way a small announcement пеге: Birdmandod is doing a cha- 
rity drive on October 15th, 2011 for the SickKids foundation and du- 
ring the time it takes to the event he is asking for donations for this 
noble cause, so far he has collected by Sept. 17th: $585 dollars out 
of the $1000 dollars goal. So if you want you can help him doante for 
this charity by going to the following link: 


http://www.birdmangiveshack.com 


it would mean a lotto those in need, thanks for your time! 
Keep Rocking. 


Hybrid Rain 
Gerardo Mejia 


The ScrewAttack Bolt! 


Every month in the front page | 
hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


gl Sirmidor 


YOU ARE WINNER! 
Keep Hunting! 
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THE INTERROGATION 
RoD and Jost 


retro games! 
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What are your real names and 
where are you from? 


Rob- My name is Robert Lawrence 
Lambert Jr. and | hail from the glorious- 
ly crappy town of Chowchilla, Califor- 
nia... oh, and “gloriously crappy” is sort 
of an understatement... 


Josh- Joshua Allen Levesque. | come 
from the land of Santa Rosa, California. 
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How did you guys meet? 


Josh- Rob was a jerk and infiltrated my 
workplace. He had no friends and didn't 
talk to anybody, so | felt kind of bad 
and started talking to him. A month or 
two later we were hanging out. 


Rob- ...Sadly, that's all true...it’s kind 
of funny actually. Somehow we ended 
up hanging out and playing New Super 
Mario Brothers Wii... Every time | play 
that game and think of our friendship, 
it brings a single solitary tear to my eye. 







What was the idea behind “The 
Retro Hunters”? 


Josh- That’s a great question for Rob. 
He is the mastermind behind the idea 


Rob- Well | had discovered ScrewAt- 
tack one day while | was supposed 
to be working, and | was instantly 
hooked. Many a work day was squan- 
dered while sifting through G1 content. 
| decided that | really wanted to find a 
way to contribute to the community, 
and Josh and | had planned to hit a lo- 














You wish to have these guys jobs. 
In every episode of their hunting, 
Rob and Josh shares their journey 
with their fans around the country, 
finding the biggest flea markets and 
their hidden tresures... Retro Games! 


cal flea market and look for games. | 
had just watched one of Pat the NES 
Punk’s “Flea Market Madness” videos 
and thought to myself... “Rob, some- 
body could take the spirit of this idea 
and turn it into something bigger and 
better.” | told Josh to bring his Flip Cam- 
era on that first trip with the intention 
of randomly shooting some footage, 
throwing it up on ScrewAttack and 
calling it “Retro Hunters.” We had no 
idea it would be received so well. 


What were your jobs before “The 
Retro Hunters”? 


Rob- Well by “Jobs before Retro Hunt- 
ers,” I’m assuming you mean “Jobs we 
still have to work because Retro Hunt- 
ers doesn’t even come close to paying 
our bills.” LOL, | currently work as the 
Assistant Director of Student Ministries 
at a local church. Basically, | get paid 
to hang out with Jr. High/High School 
students and be a mentor. It’s pretty 
freakin awesome. 


Josh- Unfortunately, | am still working 
full time at a place called Telestream. 
We make enterprise software for video 
transcoding; | work in the ОА depart- 


Ee 


—— 8 | 


ment. Someday | hope to have Retro 
Hunters be my only job. 


Rob- That'll be the day... 


Who is the team behind Retro 
Hunters? (Besides you two) 


Rob- Well besides Josh and myself, 
we've had a pretty steady group 
of friends who have been awesome 
enough to get on board and help us 
out. Obviously The Wife, has ran cam- 
era and made some guest appearances 
in some episodes. We’ve also had Cristi- 
na Ross run camera for us, Eric Debruin 
who does production/post production 
and of course, The Man, The Myth, The 
Legend... Mr. SpellingPhailer. 


Honestly, Retro Hunters wouldn't be 
nearly as awesome as it is without that 
guy. The minute | can put that guy on 
a payroll, it will happen. A large por- 
tion of the success of the show belongs 
to that guy... 


Josh- indeed, we owe a lot to Spell- 
ingPhailer. | have somewhat of a man 
crush on him. Lets be honest though... 
who doesn't? 
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Have you ever been recognize on 
the street? 


Rob- Nope... not once... BUT FREAKIN 
JOSH HAS!!! *Shakes fist in contempt 


Josh- Yeah, once, | guess...well not on 
the street but in a taco store, err...ta- 
queria? | walked in, started standing in 
line to order and | heard someone be- 
hind me say “Hi Josh". 


| turned around, didn’t recognize him 
and thought maybe it was one of my 
younger sister’s friends. | said “hey” sort 
of awkwardly. The guy said “you don’t 
know me, | know you from Retro Hunt- 
ers". | replied with “OH, WHOA! Thanks 
for watching the show". | then ordered 
my food and that was it. In retrospect, 
| should have been friendlier, asked his 
name and things like that. We live in 
a pretty small town and | assume he 
knew Rob personally, which is why һе 
probably started watching the show to 
begin with. 


Rob- Let it be known... our first fan 
meet-up occurred in line at a freakin 
Taqueria... epic... 





What is your Gaming Preference? 


Josh- Nowadays | play mostly PC 
games for the newer. Obviously | also 
enjoy retro games, Sega, Nintendo, At- 
ari 2600, etc. 


Rob- т really big on Action/Adven- 
ture games, RPGs, Tactical RPGs, and 
the classic Point & Click games. As I’m 
sure anybody who follows our stuff 
knows lm a huge fan of Bionic Com- 
mando for NES and Flashbach... Oh, 
and Jagged Alliance 2... *sigh Sweet 
Sweet Jagged Alliance 2. 


Josh- Wow man..Jagged Alliance 2 
again? | love the game as well, but it’s 
starting to be everyday conversation 
with us. 


In the gaming industry who do 
you admire the most? 


Josh- That’s a hard question | don’t 
really have an answer to. | guess just 
anybody that has the patience to even 
code a game. ALOT of work goes into 
that and | respect them for it. 


Rob- LOL especially after coding our 
“Official Retro Hunters Tiger Uppercut 
App” right? Ра say Indie developers, 
plain and simple... Іп my humble opin- 
ion, they seem to be the only ones con- 
cerned with pushing the envelope and 


staying true to the spirit of gaming. The 
big companies crank out title after title, 
and sometimes they are good, but they 
have no staying power. | wholeheart- 
edly believe that Indie games and the 
developers behind them are saving the 
gaming industry one title at a time. 


Josh- Hey! | still use that app to this 
day! Also, what he said, total respect for 
indie game devs! 


As a bid, what defined you as 
gamers? 


Josh- Another hard question, | guess 
just the simple fact that | LOVED play- 
ing games. My parents literally had to 
flip off the breaker to my room a few 
times so that | would come out and eat 
dinner and not just play games 24/7. 
Which made me really, REALLY mad... 
you would get really far into a game 
then all of a sudden lose power and 
have to start all over. It was basically 
torture; | should have called CPS on my 
parents. 


Rob- For me...Star Fox 64... although | 
grew up with the classics, this game was 
the first real “proud defining” moment | 
had as a gamer. Basically, | was 13 and 
visiting my Dad in Washington. He had 
an N64 and we rented Star Fox 64. | 
was playing multiplayer with some of 
the neighborhood kids and apparently 


Rob- ... NEXT QUESTION. 


What you think about modern 
video games? 


Josh- | love all games. New and old. As 
long as | enjoy myself and am enter- 
tained, I’m set. 


Rob- Ugh, here comes jaded Rob... Like 
| said before, a lot of modern games 
are awesome but in general, | feel like 














none of them have any staying power. 
lt seems to me that games nowadays 
are built to be consumed and then 
moved on from. It wasn’t that way 
with the classics. 20 years later, you can 
pop them in and feel just as excited/ 
challenged as the first time you played 
them... Gawd | love Retro... 


What is the most important goal 
іп your lives? 


Rob- LOL is the moment where I’m 
allowed to get all sappy? It might be 
way out of left field or way off topic, 
but | simply strive to connect with other 
people in a positive way, and hopefully 
make a positive impact in their lives. 
That’s part of the motivation behind 
the way we run Retro Hunters. Any- 
body can go out and look for video 
games. Anybody can throw a video up 
on YouTube and get some views. But 
it’s something special to be able to con- 
nect with the community on a personal 
level and really get to Rnow the people 
that it's comprised of. | think that’s what 
sets Retro Hunters apart from any other 
gaming or web series out there. Priority 
one is connection and involvement with 
the community. 


Josh- Simply enough, my most impor- 
tant goal is to just be happy. Sounds 
corny, but seriously...what more could 
you want? | think I’m doing well thus 
far. 
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What’s the future of The Retro 
Hunter: and for both of you? 


Josh- Our series on a major network! 
Haha, just kidding...| think. It’s hard 
to say, | know we both love doing the 
show, and we strive to improve upon it 
every episode, so | guess the sky is the 
limit and we will just have to see how 
it goes (: 


Rob- Major Network... LOL | can’t even 
imagine. As far as the future of Retro 
Hunters is concerned, | think it just really 
depends. | mean, this show is our baby 
and I'd love it to go on forever. | think 
as long as people are enjoying it and 
as long as we can do the show justice 
and put the time and effort into it that 
it and the community deserves, it will 
go on. In the immediate future, we are 
just trying to expand the different forms 
of content that will fall under the Retro 
Hunters umbrella. Hunting for games 
is awesome, but | think we both enjoy 
the idea of diversifying a little bit... Reep 
things fresh. 


No $GC this year... what you have 
planned for $GC 2012? 


Josh- We will definitely be attending, 
that's all | know. 
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Rob- Ya hearing that SGC was can- 
celled this year was pretty devastating... 
and WHEN... not IF but WHEN SGC 
2012 hits, we will most assuredly be in 
attendance and have some sweet stuff 
planned for the Gis... | think it would 
just be rad to do a panel... no idea what 
we'd talk about...hmm maybe a panel 
is a bad idea LOL. 


Any last words to the ө1%22?? 


Josh- Thanks to everybody that sup- 
ports our show. You ARE the reason we 
do the show, and we are glad you guys 
enjoy the content we are putting out 
there for you. Without the support of 
the Gi's, we wouldn't be where we are. 
Thank you guys! 


Rob- Ya, all | can do is pretty much 
echo Josh on this one... It’s because of the 
Gis and their support for the show that 
it is where it is today. You guys have 
been so freakin good to us and we just 
hope we can continue to entertain the 
community and also represent them in 
a way that makes them proud. After 
all man, we are and always shall be Cis 
at heart! In all sincerity though, we are 
eternally grateful to the Gis. And to you 
Hybrid... for this sweet sweet interview... 
you suavemente man you! 
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-VIDEO GAME PREY 


X ENDBLADE C> SILOS LD A 


Release Date: August 19*" 
Platform: Wii 
Hype Level: 9/10 





91 MadHero15 thinks: 


When you make a sentence where RPG and Wii 
fit in together, you're either talking about the 
lack of them on said system, or about Opera- 
tion Rainfall. When it comes to RPC’s, the Wii has 
always been pretty barren and if you wanted 
your RPG fix with Nintendo, the DS was requi- 
red. Until today!!! 


Xenoblade is made by Monolith Soft, who're best 
known for the Xenosaga games. Details about 
the plot have been sparce, only really saying that 
it has to do with a battle of the gods. The game 
will focus on freedom and will feature a more ac- 
tion-oriented experience, similar to games such 
as Final Fantasy 12. 


I'm incredibly excited for Xenoblade for multiple 
reasons. Not only has it been given raves in Japan 
(including a 36/40 from the extremely harsh Fa- 
mitsu), but its also the first really big JRPG for the 
Wii, and because | have finally something | want 
for the Wii. Though it might tabe a while lon- 
ger for this game to reach the States, | personally 
can't wait to get this game in my hands when it 
comes out this August. 


Thumbs Up/Down: My thumbs are up to the shy. 
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No More Heroes Heroes FPARADBISE 


Release Date: August 16t" 
Platform: Playstation 3 
Hype Level: 7/10 


g1 MadHero15 thinks: 


If anyone has followed my blogs or has talked to 
me, you might know that I’m a big ММН fan. It's a 
game | can't recommend enough to other people. 
But what if you don't own a Wii? Well now you're 
in luch, because NMH is about to be ported to the 
PS3. 


For those that don’t Rnow, NMH focuses on Tra- 
vis Touchdown, and his quest to get laid by beco- 
ming the Nr.1 assassin in the world (just go with it). 
However, this is more than just a port of the same. 
This version will have more bosses (from NMH 2, 
but still), more mini-games, the ability to replay 
bosses, and of course, HD graphics. 


With all this awesome stuff, why can't | be more 
excited for this? It's not because the Wii loses a 
exclusive, because I’m happy more people get 
to play this game. It's more because l've heard it 
simply doesn't control as well with the Playstation 
controller, and because most of Grasshopper Ma- 
nufacture have not much to do with this. | want to 
like this game, but I’m just not sure yet if this will 
reach the same level of genius as the Wii version. 
We're to have to wait to find out. 


Thumbs Up/Down: A cautious Thumbs Up, but a 
thumbs up nonetheless 
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Lore оғ THE ІЕФімс-<: 


Release Date: August 24" 
Platform: Xbox 360, Р5з, РС 
Hype Level: 4/10 


91 MadHero15 thinks: 


Lord of the Rings is considered on the greatest 

film trilogies of all time. Game-wise though, it 

has been quite lacking (aside from LotR Online). 

Even after the movies have been done for 8 years 

(until the Hobbit comes back), Snowblind is still 

trying to cash in on the franchise. Will this be di- 
fferent, or just a plain cashgrab? 


War in the North focuses on said war, which | 
know absolutely nothing about. It’s a action RPG 
that focuses on thrilling combat and will feature 
Mass Effect style dialogue trees without any of 
the moralities (thus mahing it hind of pointless). 


| know next to nothing about the game, and the 
Wikipedia article isn't telling me much, at least 
not enough to make me care about it. While | 
like the Lord of the Rings movies, the games have 
never interested me and that won't change with 
this one. | could be wrong and perhaps this is the 
RPG of the year, but to me this looks like a unin- 
teresting action RPG with Lord of the Rings inthe 
title 


Thumbs Up/Down: A non-caring Thumbs Down 


WAR ім THE Гогты 
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Е-ғос Ex: Human REVOLUTION 


Release Date: August 27" 
Platform: Xbox 360, PS3, PC 
Hype Level: 9/10 


gi MadHero15 thinks: 


Back in 2001, the team of lon Storm released a 
game known as Deus Ex, a game that went onto 
become a classic for its intriguing world and mas- 
sive amounts of freedom and choice. The sequel 
Invisible War came out and left people disappoin- 
ted. Now Eidos and Square Enix are ready to rein- 
troduce the franchise to the masses. 


Human Revolution is a prequel to the original 
games. It takes place in 2017 where bionic aug- 
mentation has become common and seen as the 
next step of humanity. You play Adam Jensen, a 
former security guard who needs to find out why 
a bunch of bionic terrorists attacked the company 
he works for. He'll do that using guns, stealth, tal- 
king, and elbow knives. 


| love myself a good story and Human Revolution 
looks like it will create a interesting world full of 
interesting characters and stuff to do. Add in a lot 
of freedom, choice, and simply gorgeous graphics, 
and you have yourself Game of the Year mate- 
rial. | have complete fate in Eidos and Square Enix 
that they'll not only create a great game, but one 
that is worthy of the Deus Ex name. 


ANJURED HUMERUS 


Qum чена Thumbs Up/Down: A Huge mechanical Thumbs 
та 
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LorRivEeR: SAN FRANCISCO 


Release Date: August зо" and September 1* 


Platform: PC, PS3, Xbox збо, Wii, 3DS 
Hype Level: 4/10 


g1 MadHero15 thinks: 


The Driver games have had mixed success. Some 
have been great like the original, others have 
dipped into the pool of mediocrity such as Driv3r. 
Now Ubisoft wants to go back and innovate the 
series to return to relevance. 


Driver: SF will be a sandbox driving game through 
the city of San Francisco. It will apperantly aban- 
don the on foot features that were so hated in 
the other games, and do some other stuff like a 
huge open environment, and lots of cars (that's 
to be expected) 


| like my racing games crazy and fun and Dri- 
ver: San Francisco seems to look a lot more like a 
cheap substitute for a real vacationto San Fran- 
cisco. Ubisoft is very ambitious with this game, 
and wants to return the franchise to its former 
glory. I’m not that excited for it and | think that 
this will once again be a boring sequel. | could be 
wrong of course, but as of now Driver: San Fran- 
cisco looks like all kinds of meh. 


Thumbs Up/Down: A fast, but mediocre Thumbs 
Down 
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SWORE OF THE STARS ll: lur Lores or WINTER 


Release Date: September 207% 


Console: PC 
Hype Level: 5/10 


ШЕТ 


gi MadHero15 thinks: 


Tu e А Sol 
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| might as well start of this preview by saying that 

\ | didn’t Rnow that there was a Sword of the Stars 
Griffin 1. It came out in 2006 and | never heard about it. 
~ Now I have to write about its sequel? A sequel I 
didn't know was coming out? D'oh well, might as 
well try my best to please the fans. 


The original SotS was a real time Strategy game 
with a twist. It featured real time combat so that 
didn't constantly have to clich something to get 
the thing you want dead killed. It also featured 4 
different races, each with a different strategy, and 
the ability to completely customize your ship with 
weapons and upgrades. The sequel seems to lar- 
gely do the same, except add some new enemies 
and refine gameplay. 


*Sigh*. I’m really not sure what to think about this. 
What | read about it is interesting, and I’m sure 
there are some big SotS fans waiting to pump my 
inbox with hate-mail because of my ignorance, 
but I simply don't care. I’m not the biggest fans of 
RTS games, and even the people who | know are 
fans of the genre don't seem to care. I’m sure there 
are people out there clamoring for this game. I’m 
not, though | wish it the best of luck. 


Thumbs Up/Down: Thumbs is in between due to 
having no real opinion on it 
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Tom CGILANcYS SPLINTER CELL 


(CLASSIC Ғғыиосу HE 


Release Date: September 23* апа 27*" 


Platform: PS3 A 
Hype Level: 7/10 

№, 4%, 

gi MadHero15 thinks: 4 y 


Not only have we seen HD remakes of Beyond 
Good and Evil, Prince of Persia, and Sly Cooper, 
but still coming is Silent Hill, Team Ico, and Halo. | 
Not content with only BG&E and PoP, Ubisoft i) == 
will now remake the first 3 Splinter Cell games. 


4 = | 
Making HD trilogies and remakes is in right now. ` | Ў i 


- 
ПЕТИ 


For those who have lived under а rock for the жакса. 
past decade, Splinter Cell is a series of stealth ga- 
mes starring ultra badass Sam Fisher. He sneaks 
his way into several government buildings for 
god knows what, using light and darkness, and 
his trademark night goggles. The 3 games (Splin- 
ter Cell, Pandora Tomorrow, and Chaos Theory) 
have all received a HD code of paint, making 
them look better then ever. 


l'm not a great person when it comes to Splinter 
Cell. l'ue only played the tutorial level of the first 
one on the PS2, and a demo of Conviction on the 
Xbox. That said, there's more then enough rea- 
sons to be excited for this. For 40 bucks, you can 
receive 3 absolutely great games (all score above 
90 on Metacritic), and they all look better than 
ever. If that isn't enough of a reason to buy it, | 
don't know what is. 


Thumbs Up/Down: A stealthy Thumbs Up 
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Release Date: August 26" 
Platform: Xbox 360, PS3, PC 
Hype Level: 8/10 


g1 MadHero15 thinks: 


In 2006, EA and Criterion Games (Burnout) made 
a game called Black. It promised to do to FPS’ 
what Burnout did to racing. It was nuts, over the 
top, cinematic, and a lot of fun. Unfortunately, 
talhs for a sequel fell apart and the team of Crite- 
rion split apart. Nowthey worh with Codemasters 
in orderto mahethe spiritual successor Bodycount. 


Bodycount doesn't focus a whole lot on story and 
instead wants a more arcade feeling. The most 
touted feature of the game so far has been the 
amount of destructibility. Nearly everything in 
the game can be destroyed in a most likely spec- 
tacular fashion. The game also promises hich-ass 
power ups and a unique cover system. Bottom 
line is, shit blows up good in Bodycount. 


In a time when most shooters are brown, serious 
recruitment ads, its good to see a game that goes 
balls to the wall with its action. Bodycount loohs 
like a blast to play and seems to have a lot of fun 
with its concept. | hope that this will not only be 
as good as Blach, but also succeed it. | have good 
faith in Guildford games, and | hope that that 
faith will pay of in the end 


Thumbs Up/Down: A over the top Thumbs Up 
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KMirspy IMASss ATTACK 


Release Date: September 19* (US), October 28* (Europe) 
Platform: Nintendo DS 
Hype Level: 7/10 


91 MadHero15 thinks: 


Well here's something you don't see everyday. An 

all new Kirby game not for the brand spanking 

new 305, but forthe old DS. Not only that, but it's 

doing things with the Kirby series that have never 

been done before (then again, Kirby always co- 
mes up with new things) 


This time you won't control 1 Kirby, but 10 of 

them. An evil wizard has split Kirby and now the 

10 Kirbys have to work together to become a 

whole again. You'll control all 10 puffballs using 
the stylus instead of regular buttons. 


This game looks to be the true last hoorah for the 
DS (along with Professor Layton) and it seems 
that HAL Laboratory will once again try to crea- 
te a truly unique experience. Kirby games have 
always been fun (though a little too easy) and | 
think we'll all enjoy Kirby’s next adventure 


Thumbs Up/Down: Ten Tiny Thumbs Up 
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ICO ane SuArw OF THE © oLLUSUS Co LLECTION 


Release Date: September 27% 


| E ADOW Platform: PS3 
Y € Ө: e 1.0550 ж Нуре Level: 8/10 


ка 


g1 MadHero15 thinks: 


In 2001, a team in Japan called team Ico created а 
game called Ico. Lauded for its great puzzles and 
well done presentation, Ico quickly grew into a cult 
hit. Then in 2005, the same team released Shadow 
of the Colossus, which was praised for its huge bosses 
and great presentation. Now both games are back 
with HD, and will they retain the same magic of the 
original. 


ГІ give a quick describtion to both of them. Ico is 
very much a puzzle game where you have to find 
your way out of a castle with a young girl by your 
side. SotC has you fighting huge Colossi in order to 
bring your girlfriend back from the dead. The port 
now features HD graphics, 3D support, Trophy sup- 
port, and a multiplayer feature in Ico that was mis- 
sing in the US version. 


There's part of me saying that this game was only 
made to mahe the wait for The Last Guardian a lot 
more bearable (new footage of that game is also 
present in this game). However, these games are 
both considered some of the best games made for 
the PS2, and in SotC's case, one of the decade's best 
games period. How can you not be excited to get 
both these gems for just 40 buchs. So what are you 
waiting for? Go get these masterpieces now, you 
won't regret it. 


Thumbs Up/Down: Double Thumbs Up for 2 aweso- 
me games 
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CSEARS 


Release Date: September 20" 
Platform: Xbox 360 
Hype Level: 5/10 


91 MadHero15 thinks: 


























The Gears of War games are easily one of the | 
more popular IP’s of Microsoft (probably right 
below Halo when it come to sheer popularity). 
Now the Marcus Fenix trilogy will be completed. 
Will Cliffy B's franchise full of massive muscled 
men go down in style, or be a disappointing con- 
clusion. 


We could talk about Gear’s story, but all you rea- 
lly need to Rnow is that it’s the end of the Mar- 
cus Fenix saga, and there will be lots of blood, =”. 
chainsaw guns, and huge enemies. There will also ` 
be 4-player co-up, the ability to play as female - 
characters, and a mech suit called the Silverbach. 
Also some new online mode including a impro- 
ved version of Horde Mode. 


lm going to be honest with you guys, | don't care 
about Gears. In fact, | had to look at the relea- 
se date of September to find out that Gears was 
coming then. | don't hate the games (though I 
have some hatred towards the 12 year old ra- 
cist, homophobic a-holes that play it), | just don't 
care. | hope that people will enjoy it, but | won't 

most likely play it. 


Thumbs Up/Down: Curb-stomped thumb 
to the side 











X – Men L‘estiny 
Release Date: September 27* (US), зо“ (EU) 


f 


= 


b. 





Platform: Xbox 360, PS3, Wii, DS 
Hype Level: 4/10 


gi MadHero15 thinks: 


Once upon a time, there was a developer known 
as Silicon Knights. They made great games such as 
Blood Omen: Legacy of Kain, the Gamecube port 
of Metal Gear Solid, and the cult hit Eternal Darh- 
ness. After that they made a game called Too Hu- 
man, which didn't do all that well both critically 
and commercially. Now they're given the X-men 
license in order to redeem themselves. Can they 
mahe a great X-men game? 


Professor X is dead. In front and centre are 3 new 
mutants each with a different bach story. One is a 
football star who doesn't care about the mutant- 
human wars, one is a Asian chich who has parent 
issues, and a guy who's raised by anti-mutant ex- 
tremists (awkward). Most of the game revolves 
around choice. Not just in your abilities (which are 
tahen from other X-men) but also whether you 
decide you join Wolverine and co. or the Brother- 
hood of Magneto. 


All of this sounds really cool, and | think a cool 
game could be built around this concept. Sadly, | 
don't thinh that Destiny will be that game. | don't 
hnow why, but every time | see this game, | just 
get a feeling that its just a mediocre game. | want 
this game to be good, for both X-Men's and Sili- 
con Knights’ sake. However, | feel that we'll have 
to wait for SK’s redemption a little while longer 
(Eternal Darkness 2 would definitely help) 


Thumbs Up/Down: Thumbs Down I'm afraid. 
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-YIDEO GANIE PREY 


LARK Sours 
Release Date: October 4th (US), 7th (Europe) 


Platform: PS3, Xbox 360 
Hype Level: 7/10 





91 MadHero15 thinks: 


In 2009, From Software and Atlus released a 
game called Demon's Souls. Surprisingly, the 
game not only was released to critical acclaim 
(surprising because From previously made Nin- 
ja Blade) and sold really well (surprising because 
they were next to no ads for it). For reasons unk- 
nown to me, talks about a sequel fell apart and 
now we get a spiritual successor. 


Dark Souls looks to be almost identical to Demon's 

Souls. That means that it will be A. Ball bustingly 

difficult, B. Dark medieval fantasy game, and C. 

innovative multi-player. Changes are also pre- 

sent. It's now even more difficult (WHAT?!), have 
PuP battles, and more enemy variety. 


Dark Souls scared me. Ё it truly is hard than 
Demon's Souls, then | think that Battletoads 
might have a contender for more difficult game 
ever. | think the masochists who enjoyed Demon's 
will probably enjoy this as well. Still, | do hope 
that it isn’t just a clone of its predecessor, because 
I'm getting the strange feeling that it’s the game. 
Nevertheless, Dark Souls will probably be good in 
a sich, sich way. 


Thumbs Up/Down: A scared, frightened 
Thumbs Up 
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Race 


Release Date: October 4* (US), 7* (EU) 
Platform: PC, PS3, Xbox 360 
Hype Level: 6/10 


g1 MadHero15 thinks: 


ID is the grand daddy of the FPS. The creators 

behind Doom and Wolfenstein, we have them to 

thanh for the fact that the industry is flooded with 

these types of games. Nowthey're mahing a all new 

IP in the form of Rage, and they're trying to mahe 

it just as innovative as those titles were bach in the 
day. 


RAGE tahes place in 2035. Earth has gone to shit 

| thanks to a meteorite and humanity has gone 

mostly extinct, turned into mutants, and other fun 

stuff. RAGE's biggest selling point has so far been its 

Al (which is apparently really really smart) and a 
huge open world to explore. 


RAGE tooh the world by storm at E3 2010, where 
it won tons of Game of the Show prices. However, | 
just don't see it. | don't know, but everytime | see it, 
| just see Fallout with more action and better gra- 
phics. That's not a bad thing (I love Fallout 3), but 
the game hasn't managed to push my buttons. Still, 
many people seem to be really excited for it, and I'll 
at least give it a try before | completely rule it out 


Thumbs Up/Down: Slight Thumbs Up 
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Orac RISING: OFF тик RECORD 


Release Date: October 11^ (US), 14^ (EU) 
Platform: Xbox 360, PS3 
Hype Level: 7/10 


91 MadHero15 thinks: 


Remember those What if stories that Marvel used 

to make? Like what if Spider-Man kept the sym- - 

biote suit, or what if Spider-Man joined the Fan- 

tastic Four? Now Capcom answers the question: 

What if Frank West was the main character in 

Dead Rising 2? Will it be just a retread, or a whole 
new experience? 


Off the Record will most likely play the same as 
DR 2 did, with some changes of course. Off the 
Record will not only include better load times 
and gameplay mechanics, but also new weapons, 
enemies, environments, vechicles, and more. Pho- 
tography mode is also included. But the best new 
feature is by farthe SandBox mode, which allows 
you to kill zombies without anything bothering 
you. 


It looks like Capcom took genuine effort to make 
this new game, though | believe this game was 
only made because of the Frank West fanboys. 
However, with many new features which will j 
make it surpass the original Dead Rising 2, and 
a sandbox mode, | think this could be the best 
Dead Rising yet. Plus, it's only 40 bucks, so you 
won't have the excuse of it being too expensive 


Thumbs Up/Down: a FAN-TASTIC Thumbs Up f 
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SPICER-M А м: Ecce or lime 


Release Date: October 47 (US), 14°" (EU) 
Platform: Xbox 360, PS3, Wii, 305, DS 
Hype Level: 6/10 


g1 MadHero15 thinks: 


Shattered Dimensions was a breath of fresh air. 
While by no means great, it used the Spider-Man 
liscense and was the best to feature the wall crawler 
since Ultimate Spider-Man. Now Activision wants to 
see how well Beenox can do a second with Edge of 
Time. Can they repeat or even improve? 


Spider-man dies. Some mad scientist (played by 
Val Kilmer) travels back in time in order to intro- 
duce his technology much earlier so that һе can rule 
the world. Spider-Man has to work together with 
his 2099 counterpart in order to restore time. It will 
most likely play the same as Shattered Dimensions, 
though it will feature a mechanic which allows you 
change things in 2099 by things you do in the past. 


| found Shattered Dimensions to be a fun, if avera- 
ge game, and | don't think Edge of Time will chan- 
ge that. It won't be the Arkham Asylum for Spider- 
Man, but I feel that it will be a fun game for those 
that enjoyed SD. | enjoyed Shattered Dimensions, 
so Edge of Time should probably be liked as well, 
though it won't be any GOTY material 


Thumbs Up/Down: Your friendly neighbourhood 
Thumbs Up is here 
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SKYLANDERS! SPYR>S ADVENTURE 


Release Date: October 13* (AUS), 14* (EU), 16°" (US) 
Platform: Wii, 305, PC, Xbox 360, PS3 
Hype Level: 3/10 Los ^ ж 


g1 MadHero15 thinks: 


O boy, this game has a lot of controversy. Not be- 

cause of its gimmicky use of buying toys to use as 

game characters, but because of the use of Spyro. 

Spyro's redesign has been less than... stellar, and 

its pretty much the target of all the hatred. But is 
that deserved? 





Skylanders’ gimmick is that the player charac- А 

ters are toys. Some evil wizard has turned аі! of a 

the heroes into toys, and you're the Portal Mas- р , > А 

ter. You possess а portal which allows the toys (of | mss Y =: 3 

which you own 3) to be brought back to life and FF = cac MEN P" 
be used to hich ass. | | 


There’s а cool idea within Skylanders. However, ke р; 

| think this is the game that will be remembered | < ze 1 
more for being Spyro’s nail in the coffin rather 
than a actual good game. I'm not the target au- 
dience for this game, but | see this game more 
as a money sucking vacuum (what with all the 
collectible toys) rather than a real game. Plus, it 
killed gamer's hopes and dreams for a new great 

Spyro game, and that's unforgivable. 





Thumbs Up/Down: 32 collectible Thumbs Down 
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RATCHET & CLANK: Мал 4 ONE 


Release Date: October 18% (US), 20^ (AUS), 21* (EU) 
а i Platform: PS3 
Hype Level: 8/10 





g1 MadHero15 thinks: 


Ladies & Gentlemen. | give you the PS3 version of 
New Super Mario Bros Wii. Alright, so its 3d plat- 
= — a =2 << forming instead of 2d, and it has a actual plot, but 
o 44 m | - = that doesn’t change my opinion that this is the PS3 
El С == version of that game. Апа уои Rnow what, that’s 

not a bad thing. 


- лы 


Set after Crack in Time, Doctor Nefarious has а 
evil scheme that will destroy Ratchet, Clank, and 
Captain Quark. However, the plan backfires and 
they are forced to work together thanks to the evil 
Creature Collector. Aside from the multiplayer, it 
will most likely be like any other Ratchet & Clank. 
This will mean great weapons, cool platforming, 
and wacky humor, this time all amplified thanks to 
the multiplayer. 
There hasn't been much revealed about this game, 
but | have a feeling its going to be great. The multi- 
player aspect will allow for some fun moments and 
Ratchet has yet to really disappoint with his game. 
l'ue made the NSMB Wii comparison more than 
enough, and if its just as that game, then All 4 One 
should be a blast, both single and multiplayer. 





Thumbs Up/Down: Thumbs Up! 
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EBS ATMAN! ARKHAM CITY 


Release Date: October 18%" (US), 19%" (AUS), 21* (EU) 
Platform: Xbox 360, PS3, PC, OnLive, Wii U 
Hype Level: 9/10 


g1 MadHero15 thinks: 


Arkham Asylum surprised pretty much every- 
body. Batman hadn't been in a good game in 
years, and all of a sudden, Rocksteady makes 
GOTY material. Almost immediately they wor- 
ked on the sequel, which from the looks of things, 
should be even better than the first one. 


A year after Arkham Asylum, the new mayor 
decides to use the slums of Gotham to make a 
prison city. After Catwoman gets caught, Bat- 
man goes to save her, while also stopping Hugo 
Strange from doing something evil. Arkham City 
is a lot bigger than the Asylum, and the game 
will therefore be bigger, longer, and most likely 
better. You can also play as Catwoman and Ro- 
bin, which will provide for some nice variety. 


| was shocked by how good Arkham Asylum was, 
and everything looks into place for Arkham City 
to surpass the original. It seems bigger, a lot more 
polished, some cool new villains such as Pen- 
guin and Mister Freeze. This is no way but up for - 
Arkham City, and | can't wait to delve into the de 

most likely amazing game. 


Thumbs Up/Down: I’m the goddamn Thumbs Up. Bc % iw 4 
A big one by the way. za | 


7 
4 
A 











SESAME STREET! O NCE uUP>N A NA ONSTER 


Release Date: October 11 
Platform: Xbox 360 - Kinect 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Life certainly has interesting ways of messing with 

you. Not only am | excited to play a Kinect game. 

lm excited to play a frickin’ Sesame Street game. 

Why you ask? Because Tim Schafer (Grim Fandan- 

go, Psychonauts) is making it. No other explanation 
is needed. 


Once upon a Monster plays like a storybook. Front 
and center are Elmo and Cookie Monster, who must 
help a different type of monster each with their own 
problem. These problems are solved thanks to pla- 
ying different mini-games with the Kinect. 


That doesn't sound all too impressive. Sounds like 
a bad shovelware game with the Sesame Street 
name on it. That would be my initial thought, but 
everytime | see that commercial where Tim is pit- 
ching the game to Cookie Monster, | can see that 
he really respects the source material and that he 
wants to make the best game possible. Besides, it 
might finally push the Kinect into being something 
worthwhile. 


Thumbs Up/Down: A Thumbs Up for Elmo, Cookie 
Monster, and Double Fine 
(because sharing is caring) 
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B irdman here and l'm on a mission right now.. Help me 
get in the game and help me dominate the game all in 
the name of charity! 


I'm raising money and awareness for my local Children's Mi- 
racle Network Hospital, Toronto Sick Kids Hospital. 


On Oct. 15, 2011, | will play video games for 24 hours straight 
in hopes you'll support me by giving just $1 per hour ($24 to- 
tal). You can donate at ANYTIME and don't need to present 
at the event to donate. Donations are accepted right up to 
the event and October 16th at 9 am when my 24 hours is up. 


My initial goal is to raise $1000.00 Dollars by the event 
but I'd like to double or even triple that amount and see 
where it goes. You can Donate here: 


http://www.birdmangivesback.com 


| ask that you please open your hearts up and please donate 
to this cause. 









| understand this is a difficult time for many of you and that 
donating maybe difficult but | ask you to sacrifice that Star- 
buchs coffee or that fast food lunch or even consider giving 
up that pre order. 


The reason | am so passionate about this particular event is 
that | can relate and empathize with these hids who have 
wait for treatment and be bored,sad or worse scared stiff. | 
want to be apart of the reason of why these hids can smile 
again and not be afraid anymore. I've had a few friends who 
would not be here if wasn't for places like Toronto Sick Kids. 
It's a hard and sad thing to think about these kids staring 
out the window and waiting for news that change their lives 
forever inside those sterile white walls. 


| will be streaming the entire event at: 
http://www.livestream.com/birdmandodd 


| am inviting you to become apart of something | will par- 
ticipate in annually and give a full commitment to making 
a difference. Hopefully next year will be bigger and better! 
Trust me guys, | have enough connections to make some epic 
things happen :) 


This year we will make a splash and make something aweso- 
me happen! 


Vour donation is tax-deductible and 100 percent of 

your gift goes to help kids. You can also give befo- 

re the date too so if you can't make the event you 
have no reason not to give and help out a kid! 


My fellow Extra Life gamers and | are going to 
make miracles happen for kids. | can't reach my 
goal without your support. Any contribution 
will help, and all donations are tax deductible. 
Donating online is safe and easy! To make an 
online donation please click the "Support This 
Participant" button on this page. 


Let's make a difference here guys! 


Live free or die hard! 
-Birdman 
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uda51 is know for making some crazy games, Killer Seven and No 
ore Heroes are out there in their own ways. Now uda has retur- 
ned іп а team up with Shinji Mikami for the survival horror/dick joke 
hybrid, Shadows of the Damned:ls this a ride worth taking or will it 


A ScrewAttack Written Review 
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Shadows of iHa 
Damned 


Developer: 


Grasshopper M anufacture 


Publisher: 
Electron c Arts 





GAMEPLAV 


As Garcia Hotspur, demon hunting ex- 
traordinaire, you've built up quite the 
reputation sending the hellspawn back 
where they belong. The top dead man 
Fleming has had enough so as an act of 
revenge he snatches the love of Garcia’s 
life and steals her away to the under- 
world. With his trusty sidekick/guide/ 
weapon, Johnson, Garcia’s going demon 
hunting to get her back. Now some 
people have tried to call this a survival 
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horror game because it’s made іп part 
by the same man responsible for Resi- 
dent Evil, | wouldn’t completely agree 
with giving it that title. Dead Space 2 
was scarier than this. Shadows of the 
Damned is a demon destroying third 
person shooter blended with RPG up- 
grading, some light puzzle solving, and 
they threw in a couple shmup levels for 
good measure. Things get interesting 
when there’s darkness involved, if you 
spend too much time in it without find- 
ing hearts or shooting a goat head, your 








health drops. Then you drop. Dead. All 
your weapons stem from holding your 
good demon/foating skull pal Johnson. 


As you progress and take out bosses 
they drop gems that Johnson can use to 
upgrade so that you can do things like 
shoot a hot load from your Hot Boner. | 
did not make that up. In a break from 
the pistol, assault rifle, and shotgun, 
there's even a turret level where you 
gotta take down giants so you break 
out the Big Boner. That you hold by 
your junk. I’m still not making this up. 


GRAPHICS 


There are some preconceived notions 


| of what a game set in the ‘underworld’ 
should look like, and Shadows of the 


Damned pretty much goes in the op- 
posite direction. 


According to Suda and Shinji Hell looks 
a lot like an old European city filled 
with colorful characters. The first time | 


И laid eyes on a tall guy with horns and 


Doctor Octopus tentacles with eyes at 
the end | was pretty sure | was supposed 
to roch his world. Turned out he was the 
shopheeper. Vour path is lit by things 
called sushi lamps and One Eyed Willy 
drops steaming turds as if to say ‘this 
way please.’ 








At times you'll run through the darkness 
across the breasts of your tormented 
lover. Other times you run away from 
your tormented and possessed beloved 
in a forest after paying homage to Evil 


Dead. 


The more upgrades your weapons get 
the crazier they look, after a while the 
Dentist assault rifle was sporting too 
many barrels to count as it homed in 
on the unfortunate undead. For as cool 
a world that has been created, there 
could be some higher polygon counts 
and there is a fair amount of texture 
popping, but all in all Shadows of the 
Damned is one big visual trip. 


SOUND 


Garcia and Johnson make a great duo, 
and they make so many dick jokes in 
this game. Talking to ‘Johnson,’ learning 
how to use your ‘hot boner,’ talking to 


эр y? 


4? 
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another demon hunter about how you 
two are ‘hard’ men. 


You can see the guys snickering as they 
wrote the script for this game. It's as if 
they wanted that greasy burger instead 
of caviar. 


The underworld sounds spooky enough, 
and the music isn't necessarily catchy 
but the tune that plays while you fol- 
low the sushi lamp is pretty cool. Also, 
if there was an award for best loading 
screen music Shadows of the Damned 
would be a strong contender to come 
home with that one. 


DIFFICULTY 


| was scooting through Shadows of the 
Damned at a pretty good pace un- 
til the end of the third act. When you 
leave the cabin and Paula starts chas- 
ing you, that’s when the game decides 
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to ramp up the difficulty the rest of the 
way. It was like a roller coaster climbing 
the trach and when Paula came out 
of the cellar the car plummeted down 
the track. Boss fights for the most part 
are shoot the obvious giant red orb, 
or find a way to expose the giant red 
orb, and then unload on it. | wish there 
had been more to it. You have options 
as to how you want to upgrade Gar- 
cia and his weapons through the game, 
but even in the latter parts of Act 4 | 
only had three red gems of the possible 
ten dedicated to health and | was do- 
ing just fine. That’s what happens when 
you have powerful weapons and never 
run out of powerups. 


RE-PLAVABILITY 


Shadows of the Damned is gonna run 
in the 6 to 8 hours range, they didn’t 
try to tack on multiplayer, and there 
arent a hundred random objects 
for you to hunt down and collect for 
achievement points or a trophy. There 
isn’t a New Game Plus feature either so 
playing again to max all your weapons 
won't happen. That's a feature that’s 
not commonplace today but it still 
would’ve been cool to have. 


CONCLUSION 


Shadows of the Damned definitely 
does its own thing. It’s got crazy weap- 
ons, quirky characters, and plenty of 
dick jokes. It also has its shortcomings 
but none that | would consider a deal 
breaker. Damned is another game that 
Suda51 and Shinji Mikami can be proud 
of and if you're a fan of their work you 
should pich it up. 


ScrewAttack's Rating 


7/10 Buy It 


Community Rating 


8.0/10 tu: 


A Review Score by September 14", 2011. 
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" Driver San Francisco 


Developer: 
Ubisoft Reflections 


Publisher: 
Ubisoft 


Systems: 
PC, Xbox 360 & Рӛз 


Release Date: September 6%, 2011 


Graphics 


Driver San Francisco is a strong game 
visually, capturing both the beauty of 
the city itself, while creating a “buddy 
cop” atmosphere. It’s like if they tried 
to make “Starsky and Hutch” a core in- 
spiration for the style of the game. One 
example is the cinematography and 
how it can make or break a game. All 
too many times, games with beautiful 
graphics are ruined, because you can- 
not see around a bad camera angle. 


Driver not only avoids this completely, 
but it has some of the best presentation 
in cutscenes, of any driving game this 
generation. Essentially the cg cutscenes 
are shown side by side with in-engine 
cutscenes, or the scene will transition 
between multiple engines from differ- 
ent angles. The goal of this is to cap- 
ture more of the character's faces іп 
cutscenes, while fleshing out the action 
bits using the in-engine cars. It all works 
extremely well, mostly because even 
though you can see a visible differ- 
ence, nothing looks bad. It is just a fine 
example of good story telling using the 
visuals. They take this one step further 
by providing episodic recaps between 
chapters, to further the concept that 
Driver San Francisco is a TV show, in 
video game format. 


The cars themselves bang up very nice- 
ly, as more than one mission type will 
require you to demolish your opponent. 
Paneling crumbles, windows explode 
and hoods will Ну when you end up hit- 
ting one too many things, but it never 
detracts from the experience. You are 
not punished for beating your car into 
a pile of junk. As far as the visuals of the 
Bay area are concerned, it hardly seems 
street accurate. Which is fine, because 
major landmarks are where they be- 
long and players are not subjected to a 
deplorable amount of open world junk. 
There is one other mode graphi- 

cal feature called Film Direc- 
tor Mode, where users can 
take footage from in-game 
and splice together scenes in 
the game. The results can be 
uploaded to Ubisoft’s Driver 
website. The options they 
provide for editing to- 
gether snip- 
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action work fine and a relatively easy 
to navigate. You can watch my clip of 
me repeatedly smashing a car using the 
shift ability here. 


$ound 


The soundtrack reminds users that ev- 
ery video game universe needs atmo- 
sphere and Driver San Francisco has a 
whole lotta soul! The music is a mash- 
up of 70's funk, alt. rock, and groove 
music to keep you racing through mis- 
sions. It does well to create a fun vibe 
between Tanner and Jones, who fill the 
roles as your *average buddy cop" com- 
edy nicely. What makes the voice act- 
ing stand out though is that they aren’t 




















afraid to have fun with the premise. 
Routinely, one of them will break the 
fourth wall for the sake of a good joke. 
Breaking down the premise probably 
helped to make the voice acting even 
more interesting. With every shift into 
a new car, there was a chance that car 
would have a passenger. Tanner could 
be subjected to all manner of conversa- 
tions: screaming fairs, douche-bag car 
thieves, and even the occasional break 

up. As far as everything else pertain- 
ing to car sounds, environmental 
collisions, and other in-game au- 
dio; it is all pretty standard and 
worked fine. 












Driver at its core can be a 
lot like other driving games. 
Placing you in the streets of 
San Francisco to free roam 
from mission to mission, you 
get a sense very quickly of 
what type of game this is. 
As you complete missions, 
pull off stunts, and collect 
more content; you earn Will- 
power points. These are used 
to manage both a reward 
system for various mission 


types and a value system for upgrades 
and cars. While the main story itself is 
about 6 missions per chapter, over 8 
chapters; there are easily 80 more dares 
and 40 activities to Reep you occupied 
in the single player for hours. Dares are 
essentially short missions, that challenge 
you to complete a specific task. For 
example; reach 120 mph in oncoming 
traffic or jump the car 60 meters. Ac- 
tivities are just like the story missions 
and vary between; races, destruction, 
or completing a series of tasks. At this 
point, these game play elements should 
feel very familiar. With over 140 cars, 
the game's incentives for spending more 
time in the single player world are built 
on your desire to complete everything, 
and little else. 


The cars do feel a bit light on the back 
end and have a little trouble sticking 
to the road sometimes. It’s not a big 
deal, but you will peel out a lot when 
you first fire up the game. After a little 
while Driver goes from being a simple 
mission based, driving game and be- 
comes something that will change rac- 
ing games forever. The premise of the 
entire game is that Tanner Jensen, its 
protagonist, is in a coma due to a series 
of unfortunate events. 


This is explained almost immediately at 
the start of the game, so no real spoilers 
here. You play the majority of the game 
inside his mind, solving crimes that his 
subconscious is absorbing through the 
local news left on in his hospital room. 
While this premise is as ridiculous as it 
sounds, it’s best to remember this is a 
video game after all. 


The benefits that have such a silly 
premise affords Tanner the unique abil- 
ity to “shift” from one car to another 
at your discretion. What that entails is, 
while driving you can tap A at anytime 
to pull Tanner’s “spirit” out of his cur- 
rent car and hover above the streets of 
San Francisco. Then you can pick any 
other car and dive into the body of the 
Driver, taking over control of that car. 
His powers will continue to grow from 
here, learning how to bash other cars, 
quick shift between two cars, and speed 
boost. 


Those points we spoke of earlier can 
also be used to upgrade very aspects of 
Tanner's abilities, in addition to his ac- 
tual pool of cars. Once fully upgraded, 
the shift mechanic can be used to navi- 
gate around the city rather quickly and 
changes the entire game itself. 
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Take for example a chase mission, 
where you are tasked with stop a car 
from getting to a certain point in the 
city. In most other racing games, this 
would involve you tapping the sides 
and bumper of your enemy, until his 
health dropped out. In Driver, you can 
forget about any formalities and shift 
into the biggest vehicle you can find 
in oncoming traffic. From there it is as 
simple as finding your mark and hitting 


The main single player story can be 
completed in 7 to 8 hours, but probably 
holds twice as much content if you were 
to try and complete everything. There is 
lots to do in the single player mode, but 
the replayability is going to come from 
the multiplayer mode. Built like many 
other online games, you will have a 
persistent character that will level, un- 
lock new abilities and equipment. 


The multiplayer itself is spread across 
a number of different modes like Tag, 
which has one car as the leader, the 
other cars try to slam into him and get 
the position. Whoever holds it the lon- 
gest wins. Or there is the Takedown 
mode, where everyone is a cop, except 
one car. That car has to do its best to 
make it through the checkpoints, but 


him head on. Once you do, the chase 
is effectively over. Another interesting 
implementation of this mechanic was 
where, you are put into a race and 
have to ensure that both you and your 
partner make first and second. So the 
race has you shifting between both ve- 
hicles to make sure they finish the race 
in the correct places. The mission struc- 
ture even affords you scenarios where 
Tanner will keep coming back to the 


once the cops get him, the match resets 
to the next round and another player is 
the criminal. Each mode starts off with 
a short qualifying run to determine 
what your starting position will be. | 
honestly only had the time to spend a 
few hours on the multiplayer, but with 
over 11 modes, there seems to be no end 
to the fun you can have in Driver San 
Francisco. 


Conclusion 


| had the most fun with a racing game 
this generation, playing Driver San 
Francisco. | understand this is a bold 
claim, but it is not unwarranted. Not 
only does it have a unique sense of style, 
atmosphere, and presentation; but it 
introduces a mechanic that has never 
been implemented the way it is in Driv- 
er. Combine this with over 140 licensed 


same drivers and meeting the same 
passengers. These passengers will begin 
to become aware of your existence and 
so does Tanner, in his own way. Even- 
tually Tanner will be challenged by 
his own mind to become more power- 
ful, through some nightmarish dream 
sequences and a very impressive boss 
fight. The entire premise culminates in 
such a way you may or may not expect. 





cars, a kicking’ soundtrack, and an ex- 
tensive multiplayer system, you might 
never need another car game again. 
Ubisoft and Ubisoft Reflections should 
be very happy with what they have ac- 
complished. | give Driver San Francisco, 
a 9 out of 10. 
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Madden 12 


Developer: 
EA Sports 


Publisher: 
Electronic Arts 


System: 
Xbox 360, PS3, Wii, PSP, 
Iphone & Android devices 


Release Date: August 30", 2011 
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GAMEPLAY 


| can honestly say there are new things 
and features in Madden 12. In fact, 
there is enough new in this game to jus- 
tify a 27 page, small font packet that 
came with the review copy to explain 
all the new bells and whistles. Most of 
it is for the hardcore Madden crowd 
and Pll explain it in the context of my 
Franchise Mode fantasy drafted Dallas 
Cowboys. | attempted to draft as many 
players as | could who played their 
high school or college ball in the state 
of Texas, and while that meant | could 
gladly take Jermichael Finley, | had to 
put my high school disgust aside to take 
Drew Brees from stinky smelly Austin 
Westlake. My Cowboys went through 
preseason where they’ve 
added expanded rosters 
and cut down days. This 
means people who really 
want to can make the 
hard choices about which 
player to keep that will 
never see the field any- 
ways. But if you’re more 
of a casual fan you can 
let the CPU take care 
of that and just play the 
games, that’s where | was 
quickly introduced to 
Madden’s new Dynamic 
Player Performance. 
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Depending on how a player is perform- 
ing it genuinely affects their stats and 
abilities, so if you're a terrible quarter- 
bach on the sticks your virtual quarter- 
bach will stink it up more than they did 
in the past. Like Drew Brees and |, Бу 
the time | was done with him his con- 
fidence was in the gutter and his stats 
were not pretty. But it didn’t matter 
because Maurice Jones-Drew was tear- 
ing defenses apart and boosting his O- 
Line’s confidence in the process. There's 
a number of other factors that go into 
the DPP like is the player clutch, does 
he have a high motor, will he fight for 
extra yards, and it definitely changes 
how individual players will act and per- 
form on the field. Also making changes 
are things like even more authentic and 
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custom playbooks, smarter defenses 
that actually know how to play Zone 
defense and a new collision system that 
takes the ground game and tackling to 
resembling the real deal. Players don’t 
magnetize to one another on tackles or 
the blocks the Al doesn’t horribly blow. It 
actually takes into account the physical 
attributes of those on the field so when 
Lamarr Houston decks David Gerrard 
and Michael Griffin picks up the fumble 
to run it back for a touchdown it’s more 
visceral and satisfying. 


My gripes with the games themselves 
mostly stem from the running back po- 
sition. There are situations like screen 
plays and the wildcat formation where 
there are these moments the running 
back will just sit there be- 
fore he gets going. By the 
time he is moving either the 
hole in the offensive line has 
! been plugged or the space 
vacated by screen bloching 
line has allowed a blitzer 
to crush Drew Brees and his 
confidence a little bit more. 
On defense linebachers are 
a little too good at swatting 
balls over the middle and 
defensive bachs still don't 
get called for blatantly im- 
peding your receivers at- 
tempt to catch the ball. 






Getting back to Franchise Mode itself, 
EA Sports just keeps on making things 
real but still fun for the Madden fans 
that really want to play General Man- 
ager. If you’re a more casual fan this 
may all be a little too real for you to 
enjoy. 


They’ve added a scouting system which 
is similar to what Dynasty Mode has 
had in NCAA Football in that you can 
pick players to keep an eye on, and the 
more you stay on them the more you 
learn. They’ve pretty much turned free 
agency into eBay, you'll be quickly and 
actively attempting to entice players 
to come to your team and if someone 
snipes your offer you can snipe back 
with the push of a button. You can 
also trade draft picks now to get play- 
ers that fit your team mission plan just 
like the computer teams will be doing. 
For example, the Colts will build around 
Payton Manning like the real Colts do, 
and the Redshins will just Reep throw- 
ing money at their problems like Daniel 
Snyder and co. really do. 


Player roles play an increased part and 
really mean something in this year’s 
Madden. Like if you have a player in 
the mentor role they'll make younger 
players better like the Vikings hope 
McNabb will do with Christian Ponder. 


| haven’t even talked about Gameplan 
yet, yes the playcalling mode known 
as Gameplan has returned so depend- 
ing on how involved you want to be 
you can open the whole playbook, ask 
Madden, or pick one of Gameplan’s 
three plays to run. 


For all these new features, none of them 
feel are as game changing as like when 
the truck stick was introduced or when 
we all wanted Madden to change back 
after the vision cone but in their own 
way they are. Madden at this point can 
only fine tune and tweak to become 
more realistic and in short, it has. Oh, 
and Superstar mode is back, and it’s 
there. 


While your rookie is forced to start 
you've got to grind RPG style to get 
points to boost your ratings. It’s not as 
satisfying as NCAA Football’s Campus 
Legend but my experience as a running 
bach in Carolina did reaffirm that the 
Panthers could be in for a rough season. 
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GRAPHICS 


Neat stuff was done with the graphics in 
Madden 12; this is probably the largest 
strides in recreating the Sunday after- 
noon experience have been made. 


The goal of Madden’s visual style is to 
imitate a broadcast off the field and be 
authentic to each team and stadium 
on the field. In all 33 stadiums (that in- 
cludes Aloha Stadium forthe Pro Bowl) 
you'll see all the mascots and team’s 
real introductions, the Cowboys will 
enter through the Miller Lite club and 
the chopper with a side car leads out 
the Colts. Look around a stadium like 
Century Link/Qwest Field in Seattle and 
you'll find all kinds of things are in their 
right place, including the 12th Man flag. 


While being in their own EA Sport’s 
style, players get all of the graphics 
pachage they're used to from FOX, 
CBS, and anyone else showing an NFL 
game, and this comes along with real 
camera angles. Sounds hind of 'derp; | 
know, but EA Sports worked with NFL 
Films and CBS to learn how to produce 
TV style visuals in Madden 12. With that 
they're calling Virtual Director Logic 
the camera angles will cut and change 
between plays like you'll really see іп 
the real deal. Unfortunately this is also 
the stuff you'll start skipping over and 
ignoring the quickest as you just want 
to get back to the game. Then you get 
to the players that look pretty close to 
the real players and their specific ani- 
mations like how Mike Vick runs or how 
Tim Tebow makes sidearm throws that 
belong in baseball and not in the NFL. 
It's almost as if you're really watching a 
game... 
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until you hear the dynamic duo do- 
ing commentary. The delivery from Gus 
Johnson and Cris Collinsworth is just off. 
Besides the robotic delivery they'll either 
be behind the play or the dialogue just 
does not match the action on the field. 
And oh do | wish the game wouldn't 
recycle some of the lines as much as it 
does. 


| know part of the TV style presentation 
is to talk about the starters but change 
who you talk about! I’m now painfully 
aware that Corteland Finnegan is a 
mad man, but | have 10 other defen- 
sive starters you could talk about! The 
stadium sound is good in how it recre- 
ates each individual stadium and fan- 
bases’ unique songs and chants. Fans 
will get quiet if the away team scores 
but when the Eagles score you'll get an 
E-A-G-L-E-S EAGLES! It would be a li- 
censing nightmare to get all the songs 
the individual stadiums actually use but 
| would love it if they did. 


More often than not I’m not a fan of 
Madden’s soundtrack and this year it 
isn’t much different. You get the stan- 
dard sure thing rap and rock mix and it 
doesn’t do much for me. 


RE-PLAYABILITY 


In my experience you can play a Mad- 
den game until the next one comes out. 
A franchise will last decades of virtual 
time, a Superstar career can go ten vir- 
tual years plus, there’s the card battle 
based Ultimate Team mode returning 
and the addition of online communities. 
In these communities people can get to- 
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gether and set up games as that com- 
munity wants to play them. You can 
also kick out the cheating rage quitters 
and keep your little community nice 
and clean. 


Madden is a game best played in the 
company of others and with things like 
communities and online franchise mode 
and online team play where you can 
play up to 3v3, there’s a lot of reasons to 
play with others. There is a lot to Mad- 
den for the person who wants to take 
advantage of it. 





CONCLUSION 


Madden 12 has its flaws, and the commentary could use a huge improve- 
ment before next year, but the ultimate question of whether or not to pich 
up Madden 12? l'd say if you don't own a recent Madden, need the most real- 
istic football sim to date or had an instarection when you heard about com- 
munities because you're that hardcore, it's a pretty good game that's worth 
picking up. If you have last year’s Madden and are more of a casual player, 
l'd say rent Madden 12, ooh and awe at the new stuff and then return to 
enjoying what you already own. It’s fall so if it’s Thursday, Saturday, Sunday, 
or Monday my TV will be on football. lt may or may not be actual football. 


Review Score by September 14", 2011. 
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Community Rating 
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Bodycount 


Developer: 
Studio 


Guildfo 
Publisher: 
Codemasters 
Xbox 360 & 


Release Date: August ЗО", 2011 





The unnamed protagonist of Body- 
count is an agent of a secret organiza- 
tion known as “the Network”. The Net- 
work feels it is their responsibility to save 
the world and you are their tool. So, the 
game drops you in West Africa to try 
and stop a civil war, with violence! The 
city itself is awash in shades of brown, 
with hints of red and green. Much of the 
location houses hobbled shanties, which 
bode well for the semi destructible envi- 
ronments, as you “shred” through cover. 
The design doesn’t have lasting appeal 
though, as assets are reused in more 
ways than one. Visually this game is on 
par with most games this generation, 
but flips the realistic war zone approach 
after the first few missions. Basically, 
Bodycount weaves an element of sci- 
ence fiction into the urban warfare, by 
having you travel to bunker(s) called 
"the Nexus". The Nexus honestly feels 
like a stripped down version of “Tron”, 
with more striking edges to the environ- 
ment and characters. 


Explosion and gunfire create a tense 
atmosphere, but you lose its immer- 
sion when little baubles of “Intel” start 
popping out of enemies after they are 
killed. Enemy models are generic, but 
do represent their respective classes well. 
This is useful because, most of the time 
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it is very easy to see what you are up 
against. The primary antagonist, Nem- 
esis, probably has the worst of the char- 
acter design in the whole game though. 


Once inside the “Tron” inspired levels, 
enemies receive the same aesthetic, 
rocking power armor with neon lines 
and sharp edges. Nemesis has the same 
armor, but the glass part is clearer on 
the lower half of her face. What lies be- 
hind there almost resembles bad “live- 
action” recorded lips and that style car- 
ries into the CG cut-scenes. Clearly it 
was a design choice, but a pretty bad 
one, in my opinion. 


Even had time to put on some lipstick before the fight. 
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Sound 


The audio is divisive throughout much 
of the game. Guns sound fantastic, as 
you fire round after round into your 
enemies. Explosions are nice too, but 
that is where the praise tapers off. Mu- 
sic is generic, swelling as the combat 
becomes more intense, but becoming 
hardly noticeable after a little while. 
That swelling also seemed tied to how 
long you hold down the trigger. Wheth- 
er or not this was a bug, there were 
points in the game where | would fire a 
round or two and get a little Мір of mu- 
sic in the background in response. The 
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“Intel” also makes bleeps and bloops as 
you run around collecting it from the 
battlefield. Voice acting is dry, as your 
handler from the network provides very 
little context for the story and fills down 
time with such memorable lines as “We 
need to discover who wants to turn this 
cold war hot” (groan). Enemies also 
sound as dumb a: they behave, shout- 
ing generic orders to comrades, as they 
are being laid to waste. 





Being a one man army heading into 
these scenarios, you need the right 
equipment. Provided two weapons, 
mines, and grenades; you seem fully 
equipped for the task at hand. The 
weapons сап only Бе exchanged at the 
start of a mission in most cases, via drop 
pods. There are eight to choose from, 
but very few that are worth your time. , 
While most are based on real world 

counterparts, there are some that come 

from the sci-fi part of the universe as er ۱ 

well. The ammo is also part of the “In- 

tel” that drops from dead enemies 

and at least on normal difficulty, was 

a non-issue. In addition to weapons, . 
you have four special abilities tied to a 
“bodycount” meter in the bottom left 

of the HUD. For every piece of “Intel”, 

the meter will increase and can be used 
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rounds, air strikes and even invulner- 
ability. These skills and weapons are all 
paced to unlock and level up based оп 
mission progression. lt makes the game 
feel even more linear than it should. 


Combat itself is very open, as the mis- 
sions will basically drop you into an 
environment, letting its objectives be 
approached from various angles. There 
are always a large number of enemies 
and sometimes their respawn seems 
endless between objectives. This is where 
the main crux of the gameplay comes 
to fruition. Holding left trigger will do 
two things; sight down the weapon and 
allow you to lean in all directions, BUT, 
then you cannot move! So, the combat 
by design it feels like you should always 
be moving, as cover gets destroyed or 
enemies try to flank you. As you are 
moving, an enemy shots from the roof 
top. You go to sight you weapon and 
stop dead іп your trachs, leaning vio- 
lently. If the cover was contextual, so 
that the left trigger lean only happens 
when you are behind something, the 
design decision may have held water. 
Instead, Bodycount is а large scale bat- 
tlefield with “tank controls” when sight- 
ing down a weapon. Shooting from the 
hip works, but not when the enemy is 
peeking from cover, halfway across a 
map. 


Classes play a huge part in managing 
the battlefield; with the various en- 
emies having the same class structure. 
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The classes are of a wide variety and 
include: Soldiers, Heavies, Scavengers, 
Kamikazes, Snipers, and Medics. Nota- 
bly, the scavengers will try to steal all 
the “Intel” from a battlefield before you 
can get it. 


Also, medics can bring enemies back 
from the dead, which will make life 
incredibly difficult. One last note re- 
garding the gameplay is the skill shot 
system, which tracks how effectively 
you kill your enemies. When you get 
a headshot, backshot, surprise kill, ex- 
plosive kill, etc.; the game keeps a tally 
in the background. For every skill shot 
executed sequentially, your multiplier 
increased. There did not seem to be any 
payoff to accumulating a higher num- 
ber outside of more points, but it was 
a meta-challenge in the game that can 
be satisfying. 


Bodycount can be completed in about 
4.5 hours on normal. This is rather on 
the short side, especially when levels will 
repeat throughout the game and any 
time spent in a Nexus feels the same, 
every time. There are four levels of dif- 
ficulty, so it will add more enemies, but 
they are still as dumb as ever. Included 
with the main campaign are a number 
of multiplayer modes, which does in- 
crease the replay value. If you want to 
do the same thing over and over again 








specific mission and try to increase their 
score. There are leader boards, but the 
missions do not recognize the progress 
you have previously made in regards 
to weapons or abilities, so there is little 
incentive to do this. 


As for multiplayer with actual people, 
there are three modes: Deathmatch, 
Team Deathmatch, and Co-op. Death- 
match and Team Deathmatch behave 
in the same manner. As "Intel" is earned 
by killing enemies, you can spend it on 
weapons located in drop pods around 
the map. You can also use them to ac- 
tivate one of the four special abilities 
previously mentioned. Co-op is even less 
interesting version of wave based com- 
bat where you and a friend can try to 
survive 20 waves of enemies. Every five 
waves a new weapon will be available 
for you to purchase. There is no persis- 
tent ranhing system in the multiplayer; 
so again, there is very little incentive to 
continue doing this. 


Closing thoughts 


With Bodycount, everything is less than 
stellar. It tries to implement a number 
of different ideas into a cohesive experi- 
ence, but doesn’t do anything particu- 
larly well. With so many FPS’ already 
released this year and we haven't even 
seen the biggest yet, it is difficult to even 
recommend spending time with Body- 
count. If you are the type of gamer who 
must experience everything the genre 
has to offer, then Bodycount is probably 
for you. Otherwise, you should probably 
pickup one of the already released FPS' 
or wait until this fall when the heauy- 
weights come out to play. | give Body- 
count a 4.5 out of 10. 


ScrewAttack's Rating 


4.5/10 ras: 


Community Rating 


2.0/10 Fai 





that is. Bodycount mode lets youpick a 4 Review Score by September 147, 2011. 
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LIEUS EX 


HUMAN REVOLUTION" 





-REVIEW- 


The Deus Ex series has been dormant for almost a decade, thanks to a 

sub-par sequel in 2003. Now under the stewardship of Eidos Montreal and 

Square Enix, we’ve been given a worthy successor with “Deus Ex: Human 

Revolution.” Eidos promised to restore the series to glory by returning the 

series to its complex roots, but the fans of the series are older, (hopefully) 

wiser and have already been burned by the last sequel, so that’s a high 
standard “DX:HR” has to live up to. 


By g1 DaxStrife 
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Deus Ex: 
Human Revolution 


Developer: 
Eidos Montreal 
Nixxes Software (PC) 


Publisher: 
Square Enix 


Systems: 
PC, Mac OS X, Xbox 360 & PS3 


Release Date: August 23", 2011 


Presentation 


The visuals are definitely some of the 
best seen this year. Lower-end PC 
users can still play it without a lot of 
fuss and only a few framerate issues, 
but higher-end users will definitely see 
a lot of little visual tricks on display to 
make the world appear more realistic; 
it’s really all about the fine details here 
with ambient occlusion, tessellation 
and post-processing effects. Overall it 
runs well on my older system with some 
surprisingly speedy load times. 


The character models and facial 
animations aren’t the best out there, but 
the only real gripe | have with it is that 
during some dialogue scenes character: 


= 





would start moving, the camera would 
jump to another angle, and they’d snap 
suddenly to a totally different stance; 
it’s rather disorienting when someone 
is turning away from you, then the 
camera shifts and suddenly they’re 
back waving their hands in your face. 
Story 


“Deus Ex” begins in an alternate future 
of 2027 where human augmentation 
is the big breakthrough of the day: 
replacing or enhancing human limbs 
and organs with cybernetics. The player 
takes the role of Adam Jensen, head of 
security for Sarif Industries, a leader in 
the field of augmentations (and based 
in my home town of Detroit; glee!). 


r , As the game opens, 
Serifs headquarters 
is attacked by 
mercenaries, Adam’s 
researcher girlfriend 
is murdered and he 
is left badly injured 
and near death. Опе 
“Six Million Dollar 
Man” montage 
later, Adam is back 
with a body full 
of cybernetics and 
embarks on a quest 
to find out who was 
behind the attack 


CONTENT RATED BY 
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and starts to unravel a larger global- 
spanning conspiracy, taking him from 
Detroit to China, Montreal, Singapore 
and even the Arctic. 


Adam's search for answers makes up 
the bulk of the game’s conflict, but the 
story is used as a framing device for the 
debate over human augmentation: is 
it right to remove your biological limbs 
and organs and replace them with 
machinery? Does it make one forget 
their basic humanity as they become 
more-than-human? And is it a good 
idea to give average, normal people 
the ability to punch through walls and 
throw vending machines around? 


The story manages to keep you hooked 
as Adam begins to piece together the 
looming conspiracy, but the real meat 
is in the Aeshed-out world. Radio shows, 
news programs, books and e-mails 
bring the game world to life and help 
the player choose how they want to 
interact with it. That’s not to say the 
story is without fault; as the game enters 
its third act it becomes more linear and 
feels a little rushed. Character arcs 
never seem to get resolved, and some 
plot elements are forgotten. You can 
still get a very enjoyable 20 hours out of 
the game, though the ending may be a 
disappointment. 
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While primarily a first-person shooter 
with some cover-based combat and 
stealth elements, Deus Ex also has 
RPG elements such as an inventory 
to manage, experience points and 
augmentation powers to spend them 
on. These powers range from passive 
abilities like better aim, higher jumping, 
and enhanced vision to more active 
powers like invisibility, super-strength 
and blades that come out of your arms 
for one-hit kills. 


“DX: HR" claims to divide up its 
gameplay along four “pillars:” Stealth, 
Combat, Hacking and Social. Combat 
is the most obvious one (you point the 
gun and shoot the guys), and overall 
it’s solid. Almost every weapon can be 
upgraded for damage, clip size and 
reload speed, and most have а unique 
upgrade ability, from explosive revolver 
rounds to armor-piercing bullets to a 
targeting system for the sniper rifle. 
It’s also incredibly refreshing to find an 
action game that encourages players 
to use non-lethal weapons like the 
tranquilizer rifle and stun gun, allowing 
you to take out an enemy with one hit 
and keeps them alive. 


Of course this is the harder option since 

the game gives a criminally limited 
€ amount of ammo if you take this route. 
| was also bothered by the lack of melee 
weapons in this entry to the series, so the 
only combat options are guns or getting 
in close enough to use Adam’s auto- 
takedown power. But really, any game 
that encourages you to not kill every 
combatant in sight is okay in my book. 


su as 





The stealth system is great, weather 
you prefer to sneak around the enemy 
all-together, or just want to get in 
the best position to snipe from. There 
are multiple paths you can use to 
get around obstacles in every area of 
the game, and it will give you small 
rewards for finding hidden areas; there’s 
even a large experience bonus just for 
getting through a level without being 
seen. Some levels are a little small and 
cramped at times, but there always 
seems to be a handy vent to crawl 
f inside. The Social system isn't just how 
you talk to characters and interact 
with the game world; there are also 
mini-boss fights where you must try to 
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defeat an obstacle not with bullets but 
with words. These obstacles take many 
forms: a police officer who won't give 
you evidence you need, talking down 
a terrorist who’s taken a hostage and 
even a debate with your boss. While not 
a major part of the game, it gives some 
great variety to how you can solve your 
objectives in the game. 


Hacking computers and security 
systems is another pillar of gameplay, 
as it allows you to circumvent security 
cameras, re-program turrets and guard 
bots, as well as unlock alternate paths 
and item rewards. There’s also the illicit 
thrill of hacking into other people’s 
computers and reading their e-mails. 


This variety in choice allows you to 
approach many of the game’s obstacles 
in a variety of ways: Want to avoid a 
fight? Try talking to the guard in the 
lobby. Can’t convince the guard to 
let you in? Try sneaking in from the 
rooftops. Still have too many enemies 
in your way? Try hacking the security 
system and turn it against them. 
Unfortunately this system of choices 
falls apart in the mandatory boss fights. 
At several points, Adam finds himself 
locked in a room with a heavily armed, 
augmented and angry soldier with по 
choice but to fight his way out. If you 
haven’t invested in some real guns and 
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combat augmentations, you'll find your 
enemy unimpressed by your tranquilizer 
darts and your “leet haxzor” skills. 


Sound /Music 


The soundtrack is quite good, and the 
music fits to a tee. It really sounds like 
a Deus Ex game; you could swap the 
soundtrack of the original for this one 
and it would fit right in. 


The voice acting cast does an exceptional 
job as well. While no one really stands or 
is really awful, I found the cast convincing 
and believable. Sometimes the best 
voice actor is the one that doesn’t break 
the game’s immersion. The tendency for 
characters to make comments about 
your actions and choices in the game 
helps immerse you in the game, and the 
dialogue is well-written and at times 
really funny; try using the “C.A.S.I.E.” 
social augmentation on your pilot апа 
see how she reacts. 


Since DX:HR puts an emphasis on 
the player making choices, be they 
gameplay strategies or just how you 
solve a mission, there’s a lot of replay 
value here. Once you clear a mission, 
you'll often find yourself resisting the 
urge to try it again while taking a 





different approach, a different path, or 
just trying to do it better. | can see a lot 
of fans of the original playing this one 
over and over until they've found their 
preferred strategies. Unfortunately how 
you choose to play has little impact on 
which ending you get, which is more 
than a little disappointing. For the 
perfectionists out there you can get 
achievements/trophies for completing 
the game without a single kill, never 
setting off an alarm or just not being 
seen at all. 


Conclusion 


“Deus Ex: Human Revolution” is the 
deepest thought-provoking action 
game to come out in years. Despite a 
few glaring flaws, it’s a welcome return 
for the Deus Ex franchise. The action is 
solid, the sneaking is devilishly fun, and 
overall it brings a lot of good ideas to 
the action-RPG-hybrid genre. 


Rating 
9/10 





-PROS- 


& Great variety in choice of play- 
style. 


А A stealth system that's fun and 
rewarding. 


2 А гісһ and detailed game world 
that’s fun to explore (or wreck). 


А Ап emphasis оп non-lethal 
weaponry and avoiding fights (but 
without being a sissy) 
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-CONS- 
ҮЯ Mandatory combat sequences 
Y Weak ending 
Y Brief (compared to the original). 


Y Some augmentations are unneces- 
sary/useless. 


CUP Rent НЕЕ? 


A definite SURA but with all the critical 
praise and DLC in the works, it wouldn't 
surprise me if a "Game of the Year” 
edition is in the works. 
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From the same team that delivered Persona Bend Persona 4 comes 
a new experience. This time in the form'of a puzzle game, while still 
. T B 
borrowing some elements from the;teamis;previous works. Do these 
new/old ideas blend together tolmake a new experience? 


By gi WaterShocker 
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Catherine 


Developers: 
Atlus 


Publisher: 
Atlus 


System: 


۸ b ox 360 & P53 


Release Date: July 27", 2011 


Presentation 


Welcome to Catherine, a game that puts you in the shoes of Vincent, your average 
early 30s salaryman in one of the weirdest weeks of his life. 


Vincent leads a moderately normal life. He just switched jobs, enjoys getting drunk 
with his friends in the local bar, “Stray sheep”, and spend some time with his girl- 
friend Katherine. His life seems to be going well for the most part until another 
woman named Catherine comes into his life. Catherine manages to seduce Vincent 
and after having a terrifying nightmare, һе wakes up the next morning with Cath- 
erine by his side, naked, and making sexy commentary about last night. 


AUS 





Vincent tries to go on 
with this circumstance of 
events, and tries to con- 
vince himself that it was a 
mistake. Katherine starts 
pushing in the direction of 
commitment in their rela- 
tionship and Vincent is left 
clueless and at the mercy 
of the supporting cast 


| that includes his friends, а 


waitress, two old women, 
the bar's boss and random 
bar-goers. 


As you take control of Vin- 
cent and navigate your 
way through this week, 
you will find a diverse set 
of characters, each with 
their own background 
and character that will 
provide you with expo- 
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sition and ways to change your fate. 
Most of the characters will fall under 
realistic archetypes of people in real life 
situations and will either offer advice or 
ash for help as they pour their heart out 
at you. 


The story progression and the dia- 
logue makes “Catherine” a very 
“Real” type of adventure that is 
even conveyed in the supernatu- 
ral elements of the game. The pre- 
dicament that befalls on Vincent may 
not be completely feasible, but it does 
manage to show itself in a way that will 
you make you relate to the characters 
you meet, no matter what their back- 
ground or fate might be. 





“Catherine’s gameplay is divided into 
two main segments: 


The bar scenes will allow you to raise 
your intoxication levels that will in turn 
award you with better speed for the 
nightmare stage, alcohol related trivia 
(For gamers over 18/21, of course.) and 
inner monologues by Vincent that add 
a little character. 


One ofthe most pivotal parts ofthe bar 
scenes is the option to interact with your 
drinking buddies, ask them about their 











day, their woes and for their help re- 
garding Vincent’s situation. After you’re 
done at your table, you have the op- 
tion of getting up from your booth, 
walking around the bar and interact- 
ing with the rest of the supporting cast. 
When you do that, some of them will 
tell you about their life philosophies, 
what they’ve been through and will 
even ask for your advice. All of your 
actions have weight, and your response 
will have great impact on their fate 
and Vincent’s outcome in turn. 


Almost every action you do in this seg- 
ment will cost you time, so there is al- 
ways a chance you will miss out on a 
patron, a piece of dialogue or even 
trivia, encouraging the player to replay 
the game more than once. 


Should you feel a little discouraged or 
challenged by the nightmare level, you 
have the option to play “Rapunzel” a 
mini-game that will train your puzzle 
skills in а similar fashion to the other 
main portion of the game, and an op- 
tion to use your cellphone to change 
the difficulty of the nightmare stages. 
Changing the difficulty does not change 
the story of the game, but instead al- 
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lows players to get through the story 
without being frustrated ог hindered 
by the nightmare stages, at the cost of 
some trophies/achievements. 


After closing time and the last call, Vin- 
cent goes home to sleep. However, his 
nights are plagued with nightmares, 
which he must scale and overcome 
should he want to live and wake up to 
see the next day. 


The nightmare stages represent the sec- 
ond main segment of the game and will 
test your coordination and memoriza- 
tion skills, as you are tasked with the 
objective of climbing to the top of the 
tower, while avoiding the crumbling 
tower of blocks, other climbers who will 
try to push you away, and various haz- 
ards. Vincent has the ability to climb 
one block at a time, push/pull blocks 
out of his path and cling to the sides of 
hanging blocks. All of those provide dif- 
ferent ideas of maneuverability to help 
you reach the rope or door at the end 
of the tower. 


As you progress through the levels you 
will be met with a time limit that 
will hinder your backtracking and a 
somewhat uneven difficulty curve 
that will spike up as soon as you hit 
the 3rd day. Not all is lost though, 
as mentioned above, switching 
to easy difficulty has no effect on 
the story, you have the option to 
undo your actions up to a cer- 
tain point which will give you 
some more time and space to 
rethink your moves, and at the 
end of each mid-level scale, a 
shopkeeper will sell you items 
that can make the difference 
between life and death while 
climbing. 


yy 


At those mid-level checkpoints, you can 
also save your game, gather more sto- 
ry elements and some techniques that 
you may or may have not discovered 
on your own, and buy items from the 
shopkeeper using coins you can collect 
along the climb. It’s important to note 
that you cannot change the difficulty at 
these points. Between each stage, you 
are instructed to go inside a confession 
booth that will challenge players mo- 
rality and ideals with a relationship/ 
personality questions. These questions 
have the biggest effect of the outcome 
of the story and a simple answer can 
change your ending to any of the avail- 
able 8 endings of the game, adding 
even more the replay value. The final 
stages of each day's climb feature boss- 
es and longer levels, each boss will have 
a different attack pattern that will af- 
fect the blocks and your path, providing 
players with the greatest challenge for 
that night. 


Graphics 


Shigenori Soejima of Persona's fame 
is the lead character designer for this 
game. He manages to bring his style of 
realism to these characters, but leaves 
some of the style from the Persona 
games behind. The characters have 
been designed to look and feel like 
their implied personalities in a convinc- 
ing manner, which really helps sell them 
out as a believable varied cast. 


In game models and environments 
have a cel-shaded look to them with 
the use of overall dark tones, amplify- 
ing and emphasizing the eerie feeling of 
the game. The levels themselves feature 
a good variety of backgrounds and en- 
emy designs, but there are times when it 
will feel like they fall short and become 
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the victim of visual repetition. The cut 
scene animations are made by Studio 
4C, who had worked on Transformers 
Animated and Thundercats 2011. The 
animated cutscenes are well done and 
the animators have done a very good 
job expressing the different characters 
with their actions and facial expressions, 
to the point of them being more eye 
pleasing than the in-game visuals. 


While the overall visual style of this 
game wouldn’t strike out to be en- 
tirely original for the most part, there 
is enough variety within the levels and 
the characters to sell the ideas and mo- 
tifs of the game. 


Sound 


Shoji Meguro, another member of the 
Persona team, manages to deliver yet 
another fitting soundtrack while still 
experimenting with different styles. The 
nightmare stages are accompanied by 
remixed versions of classical music by 
famous composers such as Beethoven, 
Bach, and Chopin that have a sooth- 
ing Jazz overtone to them. The same 
Jazz overtone is being played at the 
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bar scene with its own tempo and beat, 
more reminiscent of a typical bar scene. 


The voice acting in the game is nothing 
short of spectacular, with all the differ- 
ent voice actors portraying their roles, 
reactions and expressions in a way that 
will help the player relate even more to 
the character. The main actors, the sup- 
porting cast and even the enemies offer 
the same quality voice acting. 


As an added bonus to fans of Shoji 
Meguro’s works, unlocking trophies/ 
achievements in the game provides you 
with a selection of his previous works at 
the bar's jukebox. 


With 8 different endings, challenging 
and somewhat unforgiving puzzles, 
Catherine manages to combine ele- 
ments of a puzzle game and a dating 
sim in a very interesting way. The story 
that’s being told by the cast is carried 
well and players will have little to no 
hard time to relate to the characters 
found throughout the game and enjoy 
its story. The moral dilemmas brought 
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in the game are sure to keep players 
questioning themselves and try a differ- 
ent answer at every playthrough just to 
see the different results you may have 
missed the first time around. 


The nightmare levels may have an un- 
even difficulty and some bizarre control 
issues, but with a little practice and pa- 
tience they can become bearable and 
playable to the point of enduring the 
puzzles. 


BUY IT! 
8.0 
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Second Opinion 


When you think of things like love and faithfulness, you often find yourself looking 

at your own moral standings. Are you a cheater? Can your significant other count 

on you to be faithful? Can you count on them? All of these pressing questions may 

not be on your mind that often, but they certainly will be (whether you like it or 
not) when you play the Puzzle/DateSim that is Catherine. 


By (41 Slingshot24 


INTRO! 


Catherine is a game developed by Atlus, 
specifically the Persona Team. Their in- 
tention during development was to cre- 
ate an experience that you have never 
seen before, an experience that makes 
you feel things and want to know more. 
It is safe to say that this goal is achieved. 


PREMISE 


The game puts you in control of Vincent 
Brooks, a 32 year old programmer with 
no real goals in life. His future plans are 


limited to looking forward to the next 
time he can get a drink with the guys 
at the Stray Sheep Bar. Vincent is in a 
relationship of 5 years with Katherine 
McBride, a woman who is the antith- 
esis of himself: responsible, hardwork- 
ing, and most of all, eager to take the 
relationship to the next level. This fact 
puts Vincent on edge at all times, afraid 
of commitment and newfound respon- 
sibility. His problems only get worse 
when he wakes up one morning to find 
а beautiful blonde lying naked next to 
him. To make things even more prob- 
lematic, he has no recollection of how 





she got there. This leaves Vincent now 
stuck in the middle of a horrible love 
triangle that he must come to terms 
with. Oh, and just for laughs, this girl 
who he is cheating on Katherine with... 
happens to be named Catherine. Con- 
ditions deteriorate even more so when 
Vincent finds himself having nightmares 
on a daily basis, in which he and all of 
his acquaintances have become sheep. 
If he dies in his dream, he dies in reality. 
He and his fellow sheep will be tested on 
their resolves to live. Only if one climbs 
all the way to the top will they achieve 
true freedom. 


GAMEPLAY 


The game's procedure, in a nutshell 
can be broken down as follows: Vincent 
awakens in a fully animated cutscene, 
and gets himself together. He then goes 
about his day meeting whomever he 
was scheduled to see. He concludes his 
day by going to the Stray Sheep, a lo- 
cal bar, where he meets up with his best 





aspect is bad in any sense, it just leaves 
me wanting more like it. 


The second aspect of this game is the 
Puzzle element. This is the bulk of the 
gameplay. In the night Vincent is forced 
to solve mind bending puzzles in the 
form of rearranging blocks so that he 
may traverse them and ascend in the 
tower. If the player fails to do so, Vin- 
cent will fall to his death in the dream, 
and thus, die in reality. As foremen- 
tioned, most of the game is spent here in 


NPC you are talking to. Vincent's own 
behavior during cut-scenes, as well as 
his thoughts, will change dynamically 
in each play through based upon your 
alignment. 


This was a wonderful aspect of the 
game as it opened up relationships be- 
tween Vincent and the NPC’s that were 
truly enthralling. It was so enjoyable 
that it left me wishing the developer 
had not limited player control to 2 ar- 
eas to meet people. Not to say that this 
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friends. From this point the player can 
control Vincent, free to walk around the 
bar, drink, use his phone, and converse 
with the patrons. He then goes home 
and falls asleep, only to find himself in a 
nightmare. After a lengthy time in the 
dream world, Vincent awakens and this 
process begins again over a 7 day pe- 
riod. Of that process, player control is 
only present during the time in the bar 
and in the dream world. 


The essential gameplay elements can 
be cut down into two pieces. The first 
is Dialogue with NPC’s. Over the course 
of the game, Vincent can communi- 
cate with the other characters in the 
world, be it face to face, or through text 
message. This is limited only to those 
he meets in his dreams, the latter only 
in the Stray Sheep Bar; the two loca- 
tions that act as the player's hub. These 
conversations determine your karmic 
alignment, and ultimately shape how 
your experience will turn out. If Vin- 
cent answers questions kindly or justly, 
he will gain a positive rating, likewise, 
negative ratings result from more das- 
tardly or cruel responses. 


The depth of these conversations does 
not exactly meet the level behind 
games like Mass Effect, but will make 
you think about yourself at times, ques- 
tioning your own moral fiber, and at 
times even determine the fate of the 











these nightmares. | cannot stress enough 
the impact these puzzles had on me as 
a player. Aside from their already ex- 
tensive screentime in game, the overall 
experience left me with residual mental 
images similar to the tetris effect. | was 
literally seeing the puzzles when | closed 
my eyes, thinking of new ways | could 
navigate the literally cubic nightmare. 


When | would finally come back and 
play some more, | was then faced with 
newfound strength and determina- 
tion to get even higher. When | did, a 
surge of joy would then overcome me. 
| can only compare the feeling of suc- 
cess when completing a level to that of 
when you beat a robot master in me- 
gaman for the first time. It took count- 
less tries, but once you did, you felt all 
the more powerful for doing so. 


Your reward for doing the impossible? 
Temporary respite. An opportunity to 
save, and a chance to talk to some of 
the other men haunted by this night- 
mare to coach each other and exchange 
climbing tips, before being hurled back 
into the rat race for even more climbing, 
eventually leading up to а boss battle 
at the end of each night. These difficult 
experiences just add to the overwhelm- 
ing sense of immersion and drive you 
to go on. Additionally, there is another 
mode called Babel mode loaded with 
more of these puzzles. 





SOUND 


The guys behind the sound design did 
a fantastic job. The sounds of each in- 
dividual action are well placed and 
made, be they clinking glasses or the 
sliding blocks. Even more impressive is 
the vocal quality. The game is loaded 
with brilliant voice acting. Consider- 
ing this is a Japan based release, local- 
ized for American release, this is a BIG 
deal. Literally every character is perfect. 
Some voices you will come to recognize 
from other voice acting works, as the 
cast was well put together, comprised 
mainly of the stars of other Atlus games. 
Regardless of where they came from, 
each actor put together a wonderful 
performance. 


Another important aspect of a game’s 
sound is, of course, its music. Most of the 
tracks during the nightmare sequences 
are mixtures of classical scores remixed 
by the sound composer Shoji Meguro. 
These tracks are always appropriate 
for the scene. In the day time you will 
find themes that are used during spe- 
cific types of moments that are made 
exclusively for Catherine. The last bit of 
music comes from the Stray Sheep bar. 
From here you can choose the tracks on 
the jukebox which you unlock by com- 
pleting in game challenges. These trachs 
come from assorted Atlus games. Over- 
all the sound is great. 
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STORY 


What really drives this game is its com- 
pelling story. | cannot tell you how many 
times | persevered through the nightly 
trials so that | might achieve greatness 
and see the next day. The story itself, 
while somewhat linear, will basically 
follow your karmic alignment and is 
entirely based around the love triangle 
between Katherine and Catherine. 


There are of course, two different wom- 
en to choose from. That said, the play- 
throughs might have different outcomes 
in certain moments, such as how Vin- 
cent behaves or who he shows his true 
affection for. The story itself is a bit of an 
artwork- literally dictated at times by 
drawn out Anime cutscenes with writ- 
ing that left me fully entertained all the 
while. The story honestly is good enough 
to warrant suffering through difficult 
puzzles, and then going bach to replay 
them. The whole premise of choosing 
the one you want to be with carries you 
along for the whole ride, and the МРС”; 
personal struggles leave you even more 
intrigued, with their personal stories 
taking a place in your heart. 


Replay Value 


| completed the game at around 16 
hours. With 8 endings, it’s safe to say | 
will be playing it a lot more. 


Closing Thoughts 


The tale of Catherine is one of personal 
struggle and reflection. Seeing Vincent 
grow as a person from his hardships (as 
well as seeing him avoid total disaster) 
leaves a rewarding sense of relief and 
pride. You grow attached not only to 
Vincent, but to all of the characters in 
this marvelous experience. The difficult 
yet rewarding game leaves a lasting 
impression and ultimately makes you 
content with your ending, while also 
making you think about yourself in the 
process. The anime art style and top 
notch voice acting seal the deal in the 
nightmarishly entertaining experience 
that is Catherine. 


GO PLAY IT. NOW. 


8.5/10 
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Street Fighter Ill: 
3rd Strike - Online 


Developers: 
Capcom 
lron Galaxy Studios 
(online Edition) 


Publisher: 


Capcom 


Systems: 
Arcade, Dreamcast, P52, Xbox, Ps3 
& Xbox 360 


Release Dates: 
Arcade - May 12", 1999 
Dreamcast - October 42000 
Р52- July 227% 2004 
Xbox - February 2274, 2005 
Í Online Edition PSN - August 23%, 2011 
Online Edition XL A Au gst 24", 2011 
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History 


Street Fighter Three came out right as 
the golden era of fighting games were 
coming to a close. A few titles like Mar- 
vel vs. Capcom kept people in the ar- 
cade, but not how it used to be. Games 
were changing, and an influx of bad 
fighters flooded the market. People 
simply lost interest - not only in the 
Street Fighter series, but the fighting 
genre itself. The long-awaited sequel 
to the most played, the most respected, 
and most love fighting series of that era 
finally arrived. It should have released 
with great fanfare. Instead it released 
with limited availability at most ar- 
cades, and placed into recycled arcade 
cabinets to save money. The first time | 
played this game it was on a NeoGeo 
multi-game cabinet. So if it was not for 
the title screen - | would have never 
known what game was playing on the 
cabinet. 


Dudley, Elena, Ibuki — who are these 
people? Why are Ken and Ryu in this 
game? Where is the rest of the cast? 
Those were the common things said 
when someone played me. Alex was 
criticized as Guile on steroids. The main 
boss Gill was extremely weird in this 
two-toned skin, and underwear. This 
did not seem like a sequel, but a spi- 
noff. With ever release after that they 


tweaked the game a bit - and by the 
time Third Strike was revealed old fa- 
vorites Акита, and Chun-li was play- 
able. This was not what people expect- 
ed in the next iteration of Street Fighter. 
It was rejected by most players. 


Some did take the time to embrace the 
new game, and learn the inner work- 
ings of the game-play. Many of those 
who participated in the Evolution 
Fighting Game Tournament embraced 
the game. Over time, it became one of 
the premier showcase games next to 
Marvel vs. Capcom 2. The highly tech- 
nical nature of the game was not well 
received by the masses, but these indi- 
viduals who took their love of fighters 
very seriously embraced the mechanics 
- even if the new characters were unfa- 
miliar. The game was a victim of bad 











timing, a hard learning curve, and niche 
appeal. Some aspects of the game did 
reach beyond the hardcore audience — 
such as the now famous EVO Moment 
#37 - the amazing comeback of Dai- 
go Umehara versus Justin Wong. This 

was semi-final match that ended up 
with Daigo winning in the end, but 
ultimately losing to Kenji Obata in 
the finals. 







This seminal moment started the 
slow build up to the now revival 
of the fighting game franchise. 
Now that Street Fighter IV has 
been released, and has been successful 
— Capcom has now felt that it is time to 
showcase the red-haired stepchild. This 
time with years of history, passion, and 
fan base backing it. 
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Graphics 


Over a decade has 

passed since the release of the 
game. While the animations are very 
smooth — the resolution of the charac- 
ters is far from optimal. This was de- 
signed prior to the High Definition era, 
and made for lower resolution arcade 
cabinet screens. This is very evident. 
Capcom has 
done a great 
job on making | 
certain tweaks 
to the appear- 


ance of the 
game without 
changing the 
look of the 
original. 


They were able 
to up the reso- 
lution of the 
actual game 
to avoid the 
jaggedness 
that may have 
shown in a di- 
rect port. They 
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added many options that can tweak 
the visuals to your liking. If you wanted 
smoothing on the graphics it is there, 
you wanted widescreen it is there, and 
if you wanted to replicate the old ar- 
cade cabinet screen you can set that 
option as well. They also drew new 
portraits of all the characters in the 
selection, main menu, and option 
screens. Even with a very nice fea- 
ture of showing you the character 
you play the most in the main 
menu with completely new art. 
This game shows it age, but due to 
the animation it is still one of the best 
looking 2d pixel fighters on the market. 


Sound 


The sound has been left mostly un- 
touched. All the punches, special 
moves, and character select sounds 
are ported over from the original per- 
fectly. The greatest change is the new 
intro rap song by Adam Tensta. While 
some may complain about this change 
- | personally do not mind the new 
track. lt was upbeat, was done well, 
and easy to listen to without me hav- 
ing to reach for my mute button every 
time | turned on the game. The song's 
hook of “Knock, Knock, Knock, Knock 
you out” may be drilled into your head 
after a while, but there are worst things 
they could have done. | still have night- 
mares of the boy-band like “Indestruc- 
tible” theme in Street Fighter IV. The 
music has been remixed in the levels as 
well. Mostly very light changes, but if 
not your style you can unlock the op- 
tion to go back to the original music. 





Steet Fighter Ill: 3rd Strike Online Edition Before And After HD Filtering © Siliconera.com 


Gameplay is Third Strike’s greatest con- 
tribution to the fighters of today. Par- 
rying of moves, and selectable supers 
prior to a match - are just a few items 
Third Strike has contributed to modern 
day fighters. While not the first to do 
so — it did so the best in its day. Street 
Fighter has always been a game of 
keeping your opponent in a zone, and 
controlling the pace of the match. Third 
Strike took that concept, but threw in 
the option to possibly parry your way 
out of danger. The parry mechanic is 
one of the most loved, and hated me- 
chanics by those who play the game se- 
riously. Some feel that it is a cheap way 
to avoid danger, and some view it as a 
highly skilled option that can be used 
in a tactical nature. To parry you have 
to press toward the opponent, or down 
— depending on where the opponent is 
trying to hit you — right when the ani- 
mation impacts you. The margin for er- 
ror is very small, and therefore a very 
risk/reward option. Skilled players can 
parry their way out of danger, and set 
themselves up for a counterattack of 
their own. To rely on this option is a bit 
foolish, but when done correctly it may 
change the match entirely. 


Deciding on a super move prior to the 
match changes how you play each 
character. Certain supers allow you to 
setup for possible combos, give you op- 
tions on using a stronger version of a spe- 
cial move — called “EX” moves - or can 
euen change how aggressive you wish 
to play. So while you may enjoy a spe- 
cific character 
— choosing the 
super move will 
dictate how you 
wish to play the 
character. This 
makes choosing 
the correct char- 
acter and super 
to your specific 
play-style very 
important. It 
also brings up 
issues of match- 
ups. So the tac- 
tical game truly 
can begin prior 
to even hear- 
ing the word 
“FIGHT!”. 
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This is when | have to bring up some of 
the flaws with Third Strike. The game is 
not friendly to new players. If you are 
someone who has issues executing a sin- 
gle move, or new to fighters overall the 
learning curve is high. Understand that 
you may fight people in Online-Play 
who can have possibly years of experi- 
ence ahead of you. 


Parrying is not easy, match-ups must be 
learned if you wish to stay competitive, 
and expect a game with a very high 
risR/reward factor. |f you up 

for a challenge the 

game will reward 

you greatly, but 

if you want 

something a 

bit more acces- 

sible stick with 

Street Fighter 

IV. 


PRESS ZP START 
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Extras 


This is not a simple port over by Cap- 
com. They insured that the extras in this 
game are filled to the brim. You have 
not only the visual, and sound options 
— but tutorials, challenges, online, and 
achievements. Future downloaded 
content promises more modes, colors, 
and music. The game has more options 
that many modern day fighters. 


à Third Strike Online - 

while a game with a 

high learning curve 

— has implement a tu- 

torial and challenge sys- 

tem to make the transition 

as easy as possible. Challenges are 

not only for combos featuring specific 
characters, but also include the top ten 
greatest challenges one can face when 
it comes to parrying. The first nine will 
let you practice against  parrying 
normal moves, specials, 


and situations that you 
commonly find your- 
self in a need to 


parry. With 
| the tenth 








letting you draw upon your inner Dia- 
go, and attempting the actual EVO Mo- 
ment #37 for yourself. With hard work, 
and practice - the movements required 
to complete most of these parry moves 
will become second nature. Same goes 
with individual challenges for each 
character. This will teach you common 
combos, and will also teach you very 
advanced combos that can decimate 
your opponent. Use these tools, because 
you will need it when you go into online 


play. 


Online is a very big feature of Third 
Strike Online. Not simply for the joy of 
playing your friends via Xbox Live, or 
Playstation Network — but for the sys- 
tem used to bring you the online play. 
GGPO (Good Games Peace Out) is an 
online netcode used for years on home 
computer, and is highly considered the 
gold standard of almost lag-less play 
with fighting games. Cre- 
ated by Tony Cannon 
- а co-owner of the 

Evolution Fighting 

Game  Tourna- 

ment — it 











was designed to play games with little 
to no lag while online. It does this by 
constantly refreshing your game and if 
any lag happens - GGPO will “rewind” 
your game back to your last frame of 
animation. This in Third Strike Online 
creates an illusion of no lag. The GGPO 
system is not without its faults. If the 
connection gets really bad you may see 
it roll back the game very noticeably, 
or even has issues of game saying “K.O” 
when your opponent is still very much 
alive. The GGPO system was used for 
years in the emulation of Third Strike. 
With Capcom allowing it to be used for 
the new game — GGPO has been modi- 
fied so Third Strike can no longer be 
played on that emulation format via 
your computer. This is a small price to 
pay for many of the fans since it breeds 
hope that the GGPO system will be 
used by future games for online play. 





Online play contains ranked matches, 
non-ranked matches, and even the 
ability to upload a video of your last 
fight to YouTube. While in the non- 
ranked match lobby you can witness 
others fight. Which are something other 
games — including some Capcom games 
did not implement in the first integra- 
tion of some of their new fighters? If you 
wish to change your buttons — it is a one 
touch system. Highlight the move, and 
hit the button that corresponds to 
it. 
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A Very simple and 





A very welcomed. 
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the Third Strike Online page on You- 
Tube. This means if you want to find 
your specific fight you have to visit their 
page, and scroll through all the up- 
loaded videos to find yours. The video 
uploaded itself is very low quality, but 
that is something Capcom wishes to ad- 
dress in future updates 


Currently online play for both the Xbox 
Live and Playstation Network has been 
shoddy at best. Matchmaking takes a 
long time, occasionally kicked offline, 
and a very interesting bug where it 
shows that some players disconnect a 
million percent of the time. At the time 
of this writing Capcom has announced 
a patch coming September 27th that 
will address this, and many other small 
bugs that plague the game. 


lt remains to be seen if that fixes the 

issues, but at this time the online play 
does work — just not as well as hoped. 
The aspects of online do not end there 
gladly. 


A skill system that matches you with 
similar skilled opponent is in the game. 
This is determined by your current rank. 
The more you win — the higher rank 
you achieve. 


Rankings will allow you to play more, 
and more skilled people. The rank it- 
self can be influence by you win per- 
centage, completion of challenges, and 
disconnect values. This is to en- 
courage people to grow in skill, 
and avoid people to dis- 
connect simply to earn 
a higher rank. 
Lastly, the 
game has ,// 
imple- 
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mented an achievement system sepa- 
rate from any system implemented via 
Xbox Live, or Playstation Network. On 
the side of the actual fight screen will 
see a scrolling marquee of goals. It can 
be performing a specific combo, or 
completing a parry move. There are 
levels of difficulty in each goal. It is fast 
moving, and you are always earning 
something in the fight. This adds a lot 
of replay value in a genre where replay 
should not be an issue. Unlocking these 
side goals will earn you in-game titles, 
artwork, and concept sketches. 


Conclusion 


The story of Third Strike Online is a 
long and unique one. Third Strike is a 
very devise game in the fighting game 
community, but also a game that has 
gained so much respect over the years 
that it gained a revival. This download 
only game packs so much more than 
just the game itself. This is not simply a 
port of a loved title, but a long overdue 
coming out party. 


Third Strike Online is now the gold 
standard on how to properly bring 
back, and update a niche classic. Now 
in the second age of fighting games this 
is something that should not be missed. 
If you love fighters, gaming history, 
m Ora challenge — get this 
| game now. It may have 
faults, but something 
Ph that should not 
Ж” Бе missed for 
anyone who 
enjoys a 
good 
fight. 
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Rating 8/10 
BUY IT! 
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Twenty-five years ago, Nintendo was ontop of the world. After Super 
Mario Bros. and The Legend of Zelda, the company had solidified itself 
as a trustworthy source of quality in the video game industry. But 
after side-scrolling and dungeon-crawling, there was another realm 
for Miyamoto and his team to explore: space. Their answer to the sci-fi 
action genre was Metroid, an ambitious title to push the boundaries 
of game design in the second dimension. Decades later, does Gunpei 
Vohoi's astrological infant still hold up? 





By g1 SideSmash 
Illustration by Orioto 
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Metroid 


Developer: 
Nintendo Research 
(R&D!) 


and Intelligent Systems 


& Development! 





Publisher: 
Nintendo 


System: 


Nintendo (NES) E 
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Since its debut many тооп; ago, fans of the Metroid franchise have shared mixed reactions to the originator. It's been called 
one of the most important games of all time, and it's also been called one of the most poorly aged. One of its power-ups has 
been used as the name for the greatest website ever, and it's also been the source of the owner of said website's so-called 
"Mid-Life Gaming Crisis.” It looks like our favorite bounty hunter has some serious obstacles ahead of her, so let's make sure 
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she knows what she’s dealing with on Zebes, shall we? 


STORY 


Metroid's plot can be classified as what 
| like to call a “manual story." Why? 
Because you literally find the entirety 
of the story in the game's instruction 
booklet. It’s common for an NES game 
to have such a story, so it wasn’t an in- 
competent decision to tell Metroid's tale 
on paper; it just came with the terri- 
tory. Even with this handicap, Metroid 
still has a decent story behind it, albeit 
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requiring players to stop traversing 
through Zebes and pick up the manual 
for once. 


Metroid’s tale begins with the formation 
of the “Galactic Federation,” a congress 
of many different life forms throughout 
the galaxy, in the year 2000 of the cos- 
mic calendar. From the emergence of 
the Federation came an era of peace 
among all of the planets. So in other 
words, life was just cherry for a while... 


.. hat is, until Federal forc- 
es picked up a signal from 
the planet Zebes. This signal 
told of space pirates releas- 
й ing Metroids with the hopes 
* of building a brain-suching 
army to take over the gal- 
axy. While the Federation 
tries to destroy the pirates’ 


Ы base, the rough terrain on 


the planet Zebes proves to 
be disadvantageous to the 
Federation, with the only so- 
lution being to send in а lone 
scout to destroy the space 
pirates. That scout is bounty 


hunter Samus Aran, a roohie hoping to 
make a good impression with her first 
mission. Metroid takes place chronolog- 
ically as the first part of the grand tale, 
launching Samus’s career as a bounty 
hunter. 


On the NES, the plot is only mentioned 
at the beginning, which is really a glori- 
fied pep talk for Samus. While | would 
criticize most NES games for a lach of 
plot outside the instruction booklet, the 
fact that | just wrote 21/2 paragraphs 
about the story of an NES game is im- 
pressive. 


There’s not much of a story in the game, 
but the fact that Nintendo willingly set 
up a straightforward back-story gets 
my approval. So, not a bad story for an 
NES game, but then again, that’s not 
why we're here, are we? 


DESIGN 


The heart of Metroid’s importance in 
the industry із the design. Instead of one 
central area to explore, Zebes is divided 
into five sections: Brinstar, Norfair, Tou- 
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rian and the lairs of Ridley and Kraid, 
the mini-bosses. The sections all have 
their own unique set of enemies and 
power-ups to find. 


Speaking of power-ups, Metroid also 
revolutionized the idea of “power-ups” 
to act more like upgrades to your suit. 
When you first start, you pretty much 
suck in every way until you find the first 
major upgrade, the Missile Tank, which 
makes most enemies early-on a one- 
shot kill. It’s really one of the first video 
games to use the upgrade system, so it 
definitely deserves praise for introduc- 
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ing an in-depth concept... And then af- 
ter giving that concept a fair amount of 
praise, you realize you haven't a fuck- 
ing clue on where to go. Metroid's age 
truly shows when you start wandering 
about the caves of Zebes without a set 
destination. 


This sign of age was the basis of Stut- 
tering Craig's “Mid-Life Gamer Crisis" 
һе had a year ago, апа һе had good 
arguments. However, for a gamer to- 
day, aimlessly wandering around a 
dangerous underground warzone like 
Zebes is a waste of time. This is a game 
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you need a map for, and you can find 
plenty on the Internet. If you use one, | 
don’t blame you for a second. 


Metroid also features three bosses, all 
of which are middle-of-the-road. They 
certainly don’t fit the Metroid canon 
well; Kraid is as tall as Samus and Rid- 
ley is pudgy and only jumps into the 
air. They’re both okay boss battles, but 
the real meat is with Mother Brain. The 
original tagline for Metroid was “Beat 
the Mother Brain!” and boy; she’s one 
tough cookie to take down. After us- 
ing every last missile you have, you are 





forced to high-tail it out of Zebes before 
a timer runs out, which isn’t that tough, 
once you master the jumping mechan- 
ics. 


Metroid is an extremely innovative title 
for its time, but it does show age of- 
ten, sometimes mahing it a chore to sit 
through and play. But if you have the 
right tools with you, it's still a fun expe- 
rience that does tempt speed running. 


VISUALS 


Immediately, players will notice that 
Metroid is an extremely imaginative 
sight. There are plenty of different en- 
emies, which all look unique with their 
own style and movement patterns. Me- 
troid stands out from most 8-bit titles 
with its environments апа structure. 
Each part of Zebes is different from the 
other parts. It’s an extremely distinctive 
game that leaves an impression on you, 
even if you play it for less than ten min- 
utes. 


„And that’s really it on the visuals. 
There’s not much to say about them, 
other than they’re very unique. 


GAMEPLAY 


Metroid is about as simple as you can 
get in the 8-bit era. You run, jump, 
shoot, roll, basically fuck shit up. How- 
ever, there is a glaring flaw within the 
mechanics of Metroid’s gameplay, 


which can only be described by using a 
counterexample. So, you know how in 
Super Mario Bros. the difficulty always 
cimbed as you progressed? World 1-1 
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wasn’t nearly as difficult as World 8-1. As 
a gamer, you slowly but surely adapted 
to the difficulty and because of your 
past failures, you were able to achieve 
what was thought to be unachievable 
and move on to the next part. 


Metroid, well... doesn’t do that. 


When you first spawn in Brinstar, you 
have 30 health points out ofthe 99 you 
can have without any energy tanks, 
your blaster has barely a shot, and ene- 
mies have tricks up their sleeve that can 
severely damage you. Rather than al- 
lowing you to adapt, the game cheap- 
ens your effectivenes to make the 
game more difficult than it actually is. 


On the flippity, when you have every- 
thing powered up and your gun is actu- 
ally useful, the game is still a challenge 
because of some really cheap enemy 
placement and A.l. So, no matter which 
way you slice it, Metroid is a challenge 
for all but the right reasons, so if you ex- 
pect to breeze through Metroid on your 
first try with that handy, dandy map 
you found on NESmaps.com, prepare 
to get frustrated because you will die. 
A lot. 


Speaking of dying, the same difficulty 
flaws lie in dying. When Samus croaks, 
she'll be transported back to the eleva- 
tor of the floor she died on. No biggie, 
right? Well, when you spawn, you only 
have 30 health points (even if you have 
energy tanks). So, if you’re in Tourian, 
the last part of the game, and you (in- 
evitably) die because of those moth- 
erfuckin’ Metroids sucking your brain 








through your orange helmet, you'll 
spawn in Tourian with just about the 
same amount of health you had about 
5 seconds before you died. Then, you'll 
have to go bach to an easier part of the 
game and scour for energy dots. 


That's right, folks; somehow, Metroid 
made level-grinding a must іп a game 
with no RPG element to speak of. 


Also, the jumping feels extremely floaty. 
You'd think this would be a good thing, 
but there’s a kind of system within the 
jumping mechanics that goes way out 
of line. If Samus jumps straight up with 
little to no air movement she jumps like 
anybody in a spacesuit would. How- 
ever, if you jump in any direction but 
up, Samus will somersault through the 
air (this is where she uses her Screw At- 
tack). Sounds all fine and dandy, right? 


Well, the somersaults don't have the 
accuracy for tight jumps. If you go 
into a somersault-jump, it's more than 
likely you'll keep going in that one di- 
rection downward, just barely missing 
that hard-to-reach platform. And if 
you think this isn't actually that big of 
a flaw, just wait until you've defeated 
Mother Brain. Imagine the very small 
platforms | was talking about earlier, 
and then add in the fact that you're 
timed. Have. Fuching. Fun. 


Now, I’m not saying Metroid is border- 
line unplayable; despite my negative 
feedback, it’s still fun to play. However, 
the flaws make Metroid a game where 
only the patient players survive. Expect 
some very frustrating instances and 
you'll be fine. 








SOUND 


Now, here’s where history is made. Me- 
troid has, without a doubt, one of the 
best soundtracks on the NES. Com- 
posed by Hirokazu Tanaka, whose 
other works include Earthbound and 
Dr. Mario, the soundtrack to Metroid 
is one of the most unique of the era. 
Rather than a lighthearted and hap- 
py tone like with the aforementioned 
titles, Tanaka attempted to make the 
soundtrack to Metroid a part of the 
experience rather than just part of the 
background. Tanaka achieved this by 
giving each track an extremely dense 
and lonely tone. While Brinstar’s music 
is adventurous, the other tracks give 
the feeling of claustrophobia and lon- 
liness. Each track has its own positives: 
Norfair's is very neutral and indifferent; 
Kraid's has a distinct echo to it; and of 
course, the item room's track is one of 
the most chilling pieces of music... ever. 


The sound of Metroid is perhaps the best 
part about the whole game. Once you 
hear it, other soundtracks just sound 


like kids stuff. 


CONCLUSION 


Metroid completes Nintendo’s Triforce 
of franchise debuts, but does it de- 
serve as much praise? Well, there are 
certainly some wrinkles in this twenty- 
five year-old grandma, and they show 
themselves to be a nuisance. However, 
if players stick through the frustrat- 
ing setbacks and have some patience, 
they'll be rewarded with a game that, 
minus the gameplay flaws, was way 
ahead of its time. 





-PROS- 
AA good backstory 
A Solid controls 
& HUGE world to explore 
А Tons of upgrades 
A Innovative for its time 
A Unique sense of claustrophobia 
A Climactic final boss 
A Amazing music 


A Distinctive visuals 
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-CONS- 
Shows a hefty amount of age 


It's an “1 don’t know where the fuck 
to go” kind of game 


Jumping is frustrating 
Grinding? In an action game?! 


Respawn hindrances really get in the 
way 


If you find it, it’s a must have for your 
collection. 


BU VIII! 
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There’s a reason why Team Fortress 2 has a huge following that has 

lasted almost now at the time of posting this blog, 4 years. One of the 

biggest reasons it that its a good game. So good Valve didn't even 

imagine that they would support the game this long with the upda- 
tes, free content, more maps, etc... 


By g1 Sindiewen 
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Team Fortress 2 


Developer: 
Valve Corporation 


Publisher: 
Valve Corporation 


System: 
PC, Mac 


Release Date: October 9”, 2007 


Free-2-Play: June 23”, 2011 


MATURE 17+ 


CONTENT RATED BY 
ESRB 





A few points of interest before getting into the review: 


1. Рт stating my own honest opinions 


2. | will compare with other games is they deem comparable, and if | have knowledge on the game itself. 


3. May be a bit of bias 


4. This is also my very first blog post here on the site (So go easy on me *shyly smiles*) 


There's a reason why Team Fortress 2 
has a huge following that has lasted 
almost now at the time of posting this 
blog, 4 years. One of the biggest reasons 
it that it's a good game. So good Value 
didn't even imagine that they would 
support the game this long with the up- 
dates, free content, more maps, etc... 


Team Fortress 2 was once a game re- 
leased as part of The Orange Box. 
Released Fall 2007 for PC, Xbox 360, 
and Playstation 3 getting the EA port 
released in Winter 2007. Within The 
Orange Box, we got the critically ac- 
claimed Half Life 2, the 2 episodes Half 
Life 2 Episode 1 + 2, the critically ac- 
claimed 2 hour adventure, Portal, and 
the last game in the bunch being Team 
Fortress 2. 


If you have played Team Fortress 2, 
then you may already know that it's a 
REALLY great game. If not, this review 
might enlighten you and may want you 
to go play it. 


So lets get onto this review. 


Gameplay 


One of the reasons Team Fortress 2 is 
such a great game is that its gameplay 
is smooth, fluid, and fun. TF2 (l will be 
using this abbreviation) is a First Per- 
son Shooter (FPS for short), so there are 
people who will compare it to Call of 
Duty. With good reason. COD (Short- 
ened abbreviation), is a very popular 
FPS in this generation, a new game be- 
ing released each year with updated 
content. 


On the subject of FPS’s, Team Fortress 
2 is a FPS that is, just like the game's 
name, is based around Teamwork. Sit- 
ting in your corner and doing what is 
Rnown as “camping” is non-existent, 
Running & Gunning is a phrase never 
used, because of 1 fact, this game is 
based all around Teamwork. You have 
to work with your team to complete 
the objective, which, with the maps and 
game modes in the game, there are 
many. 


As by working with your team, you 
complete the objective that is placed 
in front of you, which are the different 
game modes in the game. The game 
modes that are available are: 


Payload - Bluteam must push the pay- 
load cart to the capture points to the 
end. Red team must stop the blu team 
by any means necessary. 


Payload race - Both teams are pushing 
a cart corresponding by their color. 1st 
team who reaches the end is declared 
winner. 


Capture Point - It’s basically a game of 
Tug-o-war. 5 capture points for both 
teams to acquire. Both teams must 
fight over them. The goal is to capture 
all 5 points to win. 


Attack defend - This is very similar to 
Payload, except you don’t push any- 
thing, but you have to push to the con- 
trol point and capture it. Capture all 
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control points and you win the round, 
if not, map. 


King of the Hill - Middle control point is 
open to both teams. Both teams fight 
over it. Once a team captures is, they 
have 2-3 minutes to hold the point be- 
fore they win. Timer doesn’t reset if the 
other team captures it while they hold 
it. 


Arena - It’s a variation of Team Death- 
match used in popular shooters nowa- 
days. Red Vs. Blu, no Respawns, no 
health packs. once you die, you have 
to wait until the next round. Once a set 
amount of time has passed, the middle 
control point will open up. Whatever 
team captures it first wins. 


Capture the Flag - Both teams have 
Intelligence which are the flags, both 
teams fight each other to get into their 
base and steal their intelligence and 
bring it back to their intelligence. 


With this huge community, there is a 
HUGE modding community for custom 
game modes (Saxton Hale mod, Pwn- 
shop, prophunt, etc...), Maps, and many 
others. 


As being a game first released in 2007, 
that was the age of high end demand- 
ing graphics *Looks at Crysis*. Team 
Fortress 2 is built on Valve’s source en- 
gine which also powers Half Life 2, Por- 
tal 2, And Left 4 Dead. So the game 
looks great. 


There’s a reason why Team Fortress 2 
looks great. Just like Portal 2, it’s the art 
style. TF2 uses a cartoony art style which 


looks beautiful on a high resolution; 


high end gaming computer maxed out. 
TF2 has something games lack nowa- 
days, Color! 


Compare the looks of Killzone 2 to TF2; 
Killzone has lots of gray and black, and 
red for the blood. TF2 overemphasizes 
the color. 









Green for the grass and trees, orange'ish 
for the mine shafts, brown, wooden 
buildings, and blood and gore. 





Soldier - Tried to join the US military to 
fight in WWII, didn't get in, but created 
his own war. Uses a Rochet launcher. 








a 
I 
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The Heavy - A big Russian guy who 
wields a minigun. “Some people think 
they can outsmart me - maybe... may- 
be. | have yet to meet one that can out- 


smart bullet” - The Heavy 
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Demoman - A Scotsman that has 1 eye, 
and is also Black (no racial slur intend- 
ed). He speaks in a deep Scottish accent, 
and his real name is Tavish Degroot. He 
wields the Sticky bomb launcher. 
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Sniper - Born and raised in Australia. 
His father thinks he's a crazes gunman, 


when really he's an assassin. He uses the 
sniper rifle. 


Medic - The healer class came from 


Germany, and has his medical license 
revoked. He still is a doctor even though 
he’s legally not. He wields a syringe gun 
for his weapon, but has a Medigun that 
he uses on his teammates to heal them. 


ыу. /% 








is а whole different story. Team Fortress 
2 has HUGE class updates in the past, 
had the Polycount update which add- 
ed new weapons and items for a couple 
classes, and the biggest update to date 
being the Uber Update, gave all but 
the Engineer new weapons, it also de- 
buted the Meet the Medic Trailer. 


The Engineer - The Engineer builds 
sentry guns to support his team with 
more advanced firepower. He can also 
build a teleporter to move his team to 
the frontline faster, and a dispenser to 
replenish his team’s ammo and health 
supply. He enjoys playing his acoustic 
guitar, and cut his right hand off for a 
mechanical one so he can build his fast 


With the topic of Replay value, TF2 is 


building, mini sentries. 





Sound 


Not much to say. Bullets fying, explo- 
sions everywhere, beeps of the sentry 
gun patrolling the area its set up. But 
there are 2 things keeping this game’s 
sound amazing. 


The voice acting for each character is 
over emphasized and is just fun to lis- 
ten to. The voice acting of the Spy is of 
a stereotypical French spy, the Medic 
being a stereotypical German doctor, 
probably from WWII. 


Replay Value 


If you go looking to buy Team Fortress 
2 on the Xbox 360 or Playstation 3, 
be warned, the game is mostly dead. 
Valve discontinued support on the 
game for those 2 platforms. Not many 
People play it on the PS3 and 360 any- 
more. Team Fortress 2 on the PC/Mac 


online only, but with offline practice 
with Bots, which were written by the 
people who wrote the Al for Left 4 
Dead 1 and 2. 












Overall Conclusion 


Team Fortress 2 is a huge game with 
lots of content. A lot of maps, both by 
Valve and the community. The game 
modes give a nice change of pace. All 
the maps are expertly designed so play- 
ing each of the maps again and again 
are just really fun as each and every 
game is different. 


There is 1, very important bit of detail 
that Team Fortress 2 has: 


Team Fortress 2 is Free to Play FOR- 
EVER! 


There is no reason to skip Team For- 
tress 2 that it’s free to play. If you own 
a gaming Windows Desktop/laptop, or 
even a MacBook Pro, iMac, Mac Pro, or 


just anything, download Valve's gam- 


ing service and download Team For- 
tress 2 (sorry Linux users, but you can 





still join the fun by using Wine). 


Team Fortress 2 is a great game that 
shouldn’t be missed by anyone in my 
opinion. You can easily sink a good 500 
hours into the game, or even more if 
you're really hardcore into it. Its depth 
with the game is deep. Lots of variables 
to think about. What weapon's the en- 
emy is using or team is using. Sounds in- 
timidating, but it's actually 2nd nature 
if once you spend lots of time into the 
game. 


Sears 
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Spy - Covert, uses his disguise kit to dis- 
guise as the enemy to walk upon them, 
then does his duties or thinning out 
there numbers by back stabbing them 
with his Balisong (Butterfly knife), take 
out enemy Sentry guns with his electro- 
sapper, and uses his Revolver as his es- 
cape weapon. Has a cloak watch he 
uses to cloak and move invisibly. 


Gameplay - 9.8/10 - Fun, fast gameplay. Teamwork is key so no 
running solo. 


Graphics - 10/10 - Built on Valve’s Source Engine. Looks great, 
plays great, and easily distinguish enemies and teammates. 


Sound - 9/10 - The sound effects are great, the voice work is 
amazing, and the music is fitting. 


Replay Value - 10/10 - Online only might be a turn off for some, 

but if you downloaded Team Fortress 2, you should have no 

problem playing this online, and continue playing this, for a 
time. 


Overall score - 9.7/10 


There's a reason why Team Fortress 2 is played by thousands and 

is the most played game on Steam, even surpasses the masterful 

Counter Strike 1.6 and Counter Strike Source which was the top 
played for years. 
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Scout - Born and raised in Boston, Mas- 
sachusetts's. Fast, be a great distraction 
for the heauy classes. Uses a scattergun 
which is a 6 shot shotgun. 





Pyro - A pyro who plays with fire which 
no one knows where he/she came from. 
Uses a flamethrower, an ambush class. 
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E E Welcome to my first Review on NewAttach, and my first new blog 
s fitting then, that we should start off with a 

"bang by checking oS of the most critically acclaimed Video 

- Qames of all time, a little title called BioShoch. 

Let's have a look, shall we? Lets. 


By gi The Stickman 
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Bioshock 


Develop 
2K Boston (PC & Xbox 360) 
Digital Extremes (Р5з) 
Feral Interactive (Mac OS X) 
Demiurge Studios 
(Art and level design & 
opening sequences) 





ers: 


Publishers: 
2k Games 
Feral Interactive (Mac OS) 


System: 
PC, Mac, Xbox 360 апа Р53 


Released Date: 
PC and Xbox 360: August 21, 2007 
PS3: October 17, 2008 
Mac OS X: October 10, 2009 





TheGood 


it’s Environment 


When developers come up with an awe- 
some location to set their game in, great 
things happen. Some of the best games 
out there wouldn’t be half as good as 
they are if it weren’t for a unique en- 
vironment to explore , and BioShock is 
undeniable proof of this fact | just made 
up. Let's face it, if BioShoch was set in 


` Опе of the Best Gaming Locations EVAR. 
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a generic shooter environment like a... 
urr....well | can't think of anything...so 
let’s just say Durkadurkastan, if it were 
set in Durkadurkastan instead of Rap- 
ture, the game would be, frankly shit. 
Rapture IS BioShock, sure it has other 
positive aspects to talk about (which | 
will do in due time) but the underwater 
dystopian paradise known as Rapture is 
what makes this game. It's not even the 
fact that it's an underwater city, it's also 
the diversity of regions you explore and 
the detail of every retro 40's designed 
room and object. Often you'll find your- 
self just gazing out the window, admir- 








ing the beautiful architecture of the 
exterior, or standing by a balcony and 
gazing down at the dark, damp neon 
filled world that you have to fight your 
way through. Location is always an im- 
portant feature of a game, but in Bio- 
Shock, | can't see it taking place any- 
where else and being anywhere near as 
good, Rapture is simply stunning. 


Mature Sophisticated, Engrossing 
Story 


lt seems very rare that a Video Game 
comes out these days that contain a 
story that treats the player like a so- 
phisticated being, as opposed to a 
horny, breast obsessed loser. | can think 
of very few games that have a deep 
story with rich sub-texts that can be 
analyzed by people with nothing better 
to do with their lives, in fact, | can only 
think of 2, Silent Hill 2 and BioShock. 
In fact, BioShock is so mature and so- 
phisticated; it is perhaps overestimating 
the audience who will be playing it. All 
the allusions towards the Politics of the 
era the game is set will be completely 
lost on most people, including me. That 
said you don't need to have a degree 
in 1940's Politics to enjoy the major- 
ity of the deeply engrossing story that 
makes up BioShock. Playing as Jack, a 
victim of a plane crash who inadver- 
tently discovers the crumbling ruins of 








Rapture, an underwater world built to 
house the greatest scientific minds, free 
of red tape and interferences, allowing 
them to create and invent things never 
before imagined. Obviously, this was a 
bad idea because the whole place has 
gone to shit with the residents having 
been driven mad by the need for Plas- 
mids, injections that genetically alter 
your very person. As you explore and 
traverse through Rapture with the mys- 
terious Atlas guiding you all the way 
you will begin to learn that there’s more 
going on here than first thought. There 
are many surprising but plausible twists 
and turns that make playing through 
the surprisingly lengthy campaign a joy. 
With the focus on Location and Story, 
you'd think that the game would have 
been better off as a Film, but once 
you've played through yourself, you'll 
realize exactly why those chose it to be 
a game. 


Eery and Atmospheric 


| loves me some creepy atmosphere in 
games, and BioShock is one of the most 
atmospheric I've ever played, it's up 
there with Dead Space , Alan Wake 
and Silent Hill on the Atmosphereome- 
ter, patent pending. Rapture is a grimy, 
dark and, oh yes, damp place that is 


^ Eerie and Atmospheric 


almost constantly filled with the sounds 
of creahing glass, whale calls and, most 
unnerving of all, the frenzied whisper- 
ings of the locals. You'll never feel safe 
in Rapture, you'll dread every corner 
and every door because once you de- 
scend into Rapture and the game starts 
building the tension and never lets up 
for a second. Considering BioShock isn't 
technically a Horror game, it's pretty 
damn unnerving. Sure, after a while 
you'll grow accustomed to living in fear, 
and by the end you'll be so desensitized 
that you could probably walk around 
Rapture yourself and only have to 
change your trousers once, but it'll nev- 
er feel safe by any means. Playing now, 
so many years after its initial release, | 
found the first 20 minutes particularly 
unnerving, fearing the inevitable ap- 
pearance of the infamous Big Daddy, 
and whilst that confrontation didn't 
turn out to be nearly as scary as | was 
anticipating (and thanh god it wasn't, 
because you come across them a lot in 
the game), | have to admit, | haven't 
felt tension like that in a long while, 
well, at least from a game. 


Plasmids are fun. 


Considering the general “Drugs are Bad” 
premise to the games story (Oversimpli- 
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fying it | know), 2K certainly made it a 
hell of a lot of fun to dose up on Plas- 
mids and shoot many wonderful thing: 
as unsuspecting crazy peoples. Over the 
course of the game you'll gather many 
wonderful Plasmid types, from electric- 


ity, to ice, to my personal favorite, FIRE! 
NYAHAHAHHAHAHAHHHH! 


Plasmids are essential to your success in 
Bioshock, particularly because Ammo 
is surprisingly scarce considering the 
amount of opportunities you have to 
find and buy it, maybe l'm just a terrible 
shot, | don't know. Either way, Plasmids 
are a lot of fun, and the game gives you 
the opportunity to increase your killing 
power with the handy Adam you..urr 
drain from little children...hmm ...which 
lets you upgrade both your body and 
the level of each Plasmid, proving once 
and for all that killing children brings 
great benefits to whoever kills them...so 
long as that person is a genetically al- 
tered druggy. Yes. 


| know it’s been a long time since it 
was first aired, but that doesn’t stop 
this Trailer/Advert for BioShock from 
being a brilliant way to promote the 
game. Back in 2007 when | first saw 
it, it caught my attention and now, in 
this bleak future we know as 2011, it still 
does. That and l'Il never be able to listen 
to Somewhere Beyond the Sea again, it 
will forever induce fear into my body. 
Even when it's playing somewhere re- 
ally safe and pleasant liRe say...a Mc- 
Donalds, PII still end up torching the 
building to the ground and running off 
screaming...that was just a hypothetical 
scenario by the way...| never did that, 
nor did | go to jail for 50 years either... 
nope... 


Unfortunately, because this is NewAt- 
tack, | no longer know how to make 
the little Music Boxes | used to have on 
my Reviews when 1, so often praised 
the soundtracks of the films or games 
in question. That said, | simply could 
not skim over the awesomeness of Bio- 
Shock’s soundtrack. Whether it’s the 
deeply emotional orchestral score, or 
far more likely, the ambient Jazz Music 
that plays all around the horrifying cor- 
ridors and rooms of Rapture, the music 
in BioShoch is perfect, in a contrapun- 
tal way of course. And no, | don't know 
what contrapuntal means, I’m just a 
Lizard, leave me alone! 
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TheBad 


Cumbersome Inventory 


URGHHH...URGHHH | SAY. Pm prob- 
ably going to get some stuck up PC 
Gamer bitching to me about the In- 
ventory is just fine on the PC version of 
BioShock and | suck for being a console 
owner...or at least | would get a com- 
ment like that if | was on V4 and not on 
NewAttach where the lack of subscrip- 
tions and recent comments means that | 
SIMPLY WON’T GET ANY COMMENTS 
AT ALL...*Ahem* Sorry. 


| may get a comment like that, but the 
fact of the matter is, at least on the 360, 
the way in which the Inventory system is 
handled is a nightmare! 


For those who don't know, to choose a 
weapon or plasmid, you need to scroll 
through all those available by tap- 
ping either the left or right buttons on 
your controller, and that's just fine at 
the start, but by the end of the game 
you'll have tons of different gadgets 
and guns, and tons of Plasmids, and cy- 
cling through them takes time you sim- 
ply don't have when being attacked by 
about 5 angry locals at the same time. 
This could have been solved in three 
ways, either having less items, having a 
paused menu system for them, or hav- 
ing random gadgets like the Camera 
assigned to a different menu rather 
than cramming it all onto the same 
toggle system. ERUGH. 


( rj Telekinesis 2 


Annoying Enemies. 


It sounds hypocritical to call BioShock 
out on its enemies whilst not doing so on 
Dead Space, but the fact of the matter 
is the sheer volume of enemies in Rap- 
ture, the speed at which they come, and 








the ways in which they come are very 
annoying. This only really applies at 
later stages in the game when you have 
limited ammo, tons of weapons you’re 
alternating between and a similar situ- 
ation with the plasmids. 


Although | only died once whilst play- 
ing the game (| was playing on a low 
difficulty mind), it’s very irritating to 
be swamped by enemies from all cor- 
ners and the ceiling whilst trying to cy- 
cle through your ammo in order to be 
able to defeat them. It’s hard to carry 
across my frustrations into words in this 
particular case, but needless to say, the 


enemies can be annoying, and that’s a 
Bad thing. 


Hurry Mr. Bubbles... 


WHY. WHY DOES THIS HAPPEN. 
Very, very VERY near the end of the 
game, you are tasked with guarding 
a little sister for reasons | won't divulge 
because of spoilers (Although you all 
have probably played it by now), ba- 








sically you follow her around as she 
stabs a thingy into some corpses and 
does some stuff, and whilst she does 
that stuff you have to guard her from 
the locals (І keep calling them that Бе- 
cause | don't know there actual name). 
Doesn’t sound so bad apart from one 
thing. It's long, slow, boring, frustrating 
and the fucking little bitch keeps saying 
the same two irritating FUCKING LINES 
EVERY FIVE SECONDS UNTIL YOU 
JUST WANT TO KILL FLANDERS! Okay, 
that's several, but seeing as this is the 
penultimate moment of the game, and 
the buildup to the moment is awesome, 
| was deeply disappointed and angered 


A 


by the stupidity of this sequence. Since | 
hear the sequel is based entirely around 
this moment, | think I'll skip straight to 
BioShock Infinite, thanks. 


Worth Playing? 


It’s been out for a long time, most of 
you have already played it, and if you 
haven't, you can probably buy it dirt 
cheap at any good retailer worldwide. 
When you take that into consideration 
along with the fact that this is a truly 
outstanding experience that should not 
go unplayed, then yes, yes it is worth 
fucking playing! 


P 
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Conclusion 


BioShock is considered a modern clas- 
sic for a reason y’Rnow. The story is in- 
credible, the setting is one of the finest 
in gaming history, it’s full of iconic lines, 
characters and moments and, to top 
that all off, it's also a damn fine shooter 
as well. What's not to liRe? So, if you 
haven't already, take those fat ass legs 
of yours, waddle on down to your near- 
est games store and buy this fuching 
game! And lose some weight damn it! 
You are uncomfortable to be lying un- 
der in bed! Jeez! 














FALLOUT 


“RE су 


Fallout 3 is the 5th entry on the fallout series’ (Following; Fallout, ) 
Fallout 2 and the non-canon Fallout Tactics: Brotherhood of Steel, 
and eventhoughit has nothing to do with fallout, Fallout: Brother- | 
hood of Steel ), set 200 years after the nuclear ТЕСЕ 2071. 
(the whole timeline was moved to 120 years in order to: match the 
effects of nuclear winter realistically, sort of) and i inthe west coast; 7 F 
rather than the east coast. Actually, the only elements from he: sá 4 
previous games’ plots аге... well, let’s get into detail, shall ме? 





By gi That One Guy Named X 


хой” ES т д 












ре 





ж” vor ж ТҰ. 
wi 
ыу 





э! 


“ 








ТТАСК MAGAZINERISERTEMBER 


SERENA 


Developers: 
Bethesda Game Studios 


Publishers: 
Bethesda Softworks 


ZeniM ax Media 


System: 
PC, Xbox 360 and P$3 


Released Date: October 28%, 2007 








THE PLOT OF THE GAME WHICH 
TELLS THE EVENTS THAT UNFOLD 
IN THE PLOT. 


Vou've been living in Vault 101 your 
whole life. Life is good around here! 
what with your dad being the vault’s 
chief doctor, so free health care ‘till the 
day you die! Sure, your mom did die in 
labor, but hey, she wouldn’t want you 
to be mourning over her, right? And of 
course, the ocassional radroach attach is 
pretty annoying, and that bully greas- 
er-wannabe Butch DeLoria is a pain in 
the ass, but at least you're safe from the 
radiation, raiders, and all those dangers 
you heard of that await on the outside. 
Vep, it sure is good to live in the vault... 


That is, until your dad runs away and 
now the whole vault security personell 
who you grew to respect and care for 
is trying to kill you, because remember, 
in Vault 101, no one gets in... or out. You 
escape the evil vault dictatorship with 
the help of your friend Annata, and 
your handy 10mm pistol. After going 
through that magic door that modifies 
your name, look and even race, you see 
the light of the day for the first time. 
Welcome, to the capital wasteland. Set 
in 2077, the game shifts the plot setting, 
instead of the south east, you're in the 
north west, DC and its surrounding ar- 
eas, to be precise. 











On your way you'll meet a nifty bunch 
of characters, some good, some evil, 
and some “in-between”, and you, as 
the player, have to figure out whether 
you'll be the saviour of the wastes, an 
expert survivalist, or the bane of this 
world. 


This is what we call the “Karma Meter", 
which varies from "Very Good" to "Very 
Evil" and modifies mostly four aspects of 
the game: Your companions, how some 
characters will react to you, what the 
radio show will say about you, and the 
ending. 


Your main quest, however, feels pret- 
ty one sided. Sure, you can twist the 
plot around the second time playing 
through by killing some characters or 
skipping certain quests, but otherwise 
your actions will be either completely 
ignored or just plain stop the game if 
you don’t follow the yellow brick road. 


Think you can just do the main quest 
then keep going with the rest of the 
game? free advice, Don’t. 


There’s a good amount of side quests 
in this game, and a very lengthy main 
quest, and also a hilo-metric fuckton of 
characters. 


All of which can be killed. Except the 
children, of course. What makes it even 
better? some quests actually block out 
others, so if you want to get all the 
Achievements/Trophies for each quest, 
you need to re-play the game over and 
over until you get that sweet little god- 
like feeling. 


There’s a little of roleplaying thrown in 
every once in a while, has to do with 
what kinda character you make yours, 
and what 5.P.E.C.l.A.L. you max out at 
the beginning of the game. 


The Magnificent Bastard (Max Intelli- 
gence, science and medicine skills, Very 
Evil Karma), The Brute (Max Strength, 
any Karma), The Charming Bastard 
(Max Charisma, Evil/Neutral Karma), 
the possibilities are plenty! But Limited! 
But Plenty Still! 


ГИ not spoil anything else here, other 
than the ending is one big letdown, 
unless you get the Broken Steel DLC. 
Which makes it an even bigger letdown. 
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CHARACTER SHEET WHICH CON- 
31313 OF A SHEET OF СНАНАС- 
TERS, I.E. A CHARACTER SHEET 


The player character of ambiguous 
gender, race, and just about anything. 
He starts off as a hid fleeing from a 
vault loohing for his dad, and ends up 
using a humongous extremely right 
winged mecha. And that's not count- 
ing the DLC which has him going to 
Pittsburgh, Killing brains in jars, eating 
trippy mushrooms, blowing up an un- 
detonated nuke in a small city, orbital 
bombing Adams AFB, Nuking Canada 
and Fighting Aliens alongside a samu- 
rai, A WWII Paramedic, A cowboy and 
another vault dweller. In Space. Ull let 
that thought sit there for a while. 


Probably his life Philosophy 


| mean it when | say, Badass doesn't 
even begin to describe this bastard. 
Think about all the other non-fallout 
PCs you get to use. The Avatar? Cloud? 
The Warden? The Nameless One? PUSS- 
IES. This dude has a Freaking Mini Nuke 
Shotgun. Do you have a Mini Nuke 
Shotgun? HELL NO. Go play Fallout 3. 


Three Dog: 








“Three dog, coming to you loud and 
proud from my fortified bunker in 
the middle of a DC Hellhole. Ain’t life 

grand?” - Voiced by: Erik Dellums 


The Radio announcer for Galaxy News 
Radio. Three Dog tries to make his 
people fight “The Good Fight”, what he 
believes is the only way for the waste- 
land to get back on its feet and form a 
society that does not commit the same 
mistakes of the past. Не and an unseen 
character named Maggie founded Gal- 
axy News Radio in the old GNR build- 
ing, and keeps on transmitting with 
the help of the Brotherhood of Steel. 
He’s also got a good amount of pre- 


war music to play on his radio, mostly 
the kind of music to convey a message 
to the people, or just plain make you 
smile. Fun fact, he only has 8 points on 
his Charisma skill, contrary to his incred- 
ibly charismatic personality. Killing him 
will result in Maggie taking overthe Ra- 
dio. And trust me. You don’t want that. 


Le Brotherhood of Steel 





“Always remember the fires that we 
were forged in. Those who forget are 
lost.” 


“When | came here, | realized for the 
first time that the Brotherhood’s tech- 
nology could truly save the survivors in 
this Wasteland. | chose to help them, 
even if it meant putting the Brother- 
hood's interests at risk. Some of my sol- 
diers called me a hero. Others called me 
a traitor.” - Elder Lyons 


One of the big ones. The big cheese in 
the Capital Wasteland. 


The brotherhood of steel was founded 
literally minutes before the war by a 
small group of US Army dissidents who 
were at Mariposa Base during the ех- 
periments with the Forced Evolution 
Virus, which is the short version of the 
story, with a kilometrical crapton of de- 
tails set aside. 


Cut to 2277, in the east, the brotherhood 
is now a pseudo religious organization 
bent on recovering and understanding 
pre-war technology, and grew large 
enough to send a force to DC and re- 
trieve all the important stuff they could 
gather. Because, you know, it’s Freak- 





ing Washington. White house and all, 
Pentagon. Crazy stuff there. 


But, after the lost hills chapter of the 
brotherhood sent a group led by Elder 
Lyons to secure these technologies, said 
group decided to instead help the peo- 
ple of the capital wasteland overcome 
their problems. The lost hills chapter de- 
cided to keep it “official” as a chapter, 
but withdrawing any support, supplies, 
or otherwise anything that would pre- 
vent them from dying horribly. Nice 
group of fellers, eh? 


So, over this disposition, a group sepa- 
rates and becomes known as the Broth- 
erhood Outcasts. But no one cares 
about them. 


The Brotherhood could best be de- 
scribed as technophilical laser-wielding 
monks on power armor. Yeah, they're 
that badass. 
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GAMEPLAY WHICH ALLOWS YOU 
TO PLAY THE GAME. 


Gameplay in this game (in)famously 
derives from the previous games’ RPG 
isometric perspective, to a... first person 
shooter! 


That’s right, not only did Bethesda 
change the setting and characterization 
completely, they also changed the main 
gameplay mechanic! Those, bastards! 
But really, it isn’t nearly as incredibly 
insulting as they тоЕе it up to be. Тһе 
game is absolutely not your average run 
n’ gun FPS. It plays the way you want 
to play it. Most quests can be solved by 
talking, if you meet the requirements to 
pass the speech or skill checks. 


Damage is inflicted RPG-style, Your 
weapon skill (Small guns, Big Guns, 
Energy Weapons, Explosives) and the 
weapons DAM stat, bonuses given by 


items or armor, vs. the target’s defense 
and armor- so headshots аге not going 
to one-hit hill everything. Though hit- 
ting certain body parts until they crip- 
ple is helpful. 


The legs slow the enemy down, and thus 
they can’t run, the hands prevent them 
from attacking, the torso makes their 
HP deplete and the head reduces their 
accuracy and endurance plenty. Note 
that all this can happen to you if you 
don't have good enough armor or de- 
fense. 


The one main characteristic this game 
has to offer is the V.A.T.S. system, AKA 
Vault Tech Assisted Targeting System, 
the RPG-esque factor to combat. It 
works by consuming Action Points (AP) 
which regenerate over time (or by using 
items), and with which the completely 
unnecessary but still awesome gibs can 
be attained... in slow motion. 
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It works by selecting a specific body part 
to target (like the old games, sans the 
eyes and crotch), querying attacks one 
by one. 


During this animation, you only receive 
20% the normal damage you would 
normally, so it can be exploited to pre- 


vent massive damage. 


Yes, you can blow people up with a 
shotgun. Realism? what’s that? 


But the one thing you'll be doing the 
most does not include fighting of any 
kind. 

It’s not talking. 

It’s not farming. 


It’s not level grinding. 


Nope, it’s Freaking walking. 
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| mean it, you'll spend hours upon hours 
upon hours walking from place A to 
place B, mostly in quests. This is ok, since 
you can fast-travel to locations you've 
already visited (sometimes glitches 
quests though) but to be able to do that 
you need to get there at least once. And 
this world is immense. Well, maybe not 
“immense”, per se, but it's pretty damn 
big, and full of monsters, raiders, irradi- 
ated wastes and Super Mutants ready 
to PULVERIZE YOU TO YOUR SOUL! 
among many other... “peculiar” things. 


Raiders are damn fun to kill because 
they're weak, numerous and give a 
pretty decent amount of XP per kill, 
but of course, they can be a nuisance 
early in the game. But the one enemy 
that you'll be fighting all the time are 
SUPER MUTANTS. WITH THE HULK 
TALK AND THE SLEDGEHAMMERS 
AND MACHINEGUNS, THEY WILL 
MAKE YOU PISS YOUR PANTS OUT 
OF THEIR INCREDIBLE STRENCHT. 
Nah, but really, you'll be killing them 
so much that eventually they'll be no 
match for you and your weapons. 


Now, talking about your arsenal... It’s 
awesome! You’ve got some massive 
firepower here, lots of dakka to be had 
(still not enough), but that doesn’t mean 
you should just blow up everything you 
see (although that is a possibility, mind 
you), since your weapons and armor 
will eventually wear down and break. 
You need to keep this from happening 
by repairing them with other guns of 
the same type (or, with the jury rigging 
perk, absolutely everything) or paying 
someone to do it for you. Now, this is 
all nice and all, but | found that, if you 


don’t maintain your weapons, they'll 
begin to malfunction, specially when 
reloading. Also, some enemies will tar- 
get your weapons in hopes of breaking 
them. It Works. But you can do that too 
(you can also shoot at holstered gre- 
nades and make them explode!) 


Another important aspect ofthe game- 
play is the RAD meter. Your Pip-boy 
3000 is equipped with a Geiger coun- 
ter. While in irradiated areas, you'll gain 
a certain amount of Rads per second, 
indicated by the large red numbers 
to the upper right hand corner of the 
screen. You can counter this by consum- 
ing RADaway, which does the obvious, 
and RAD-X, which augments your resis- 
tance to radiation. 


GRAPHICS, 1.E., WHAT YOU SEE 
BUT NOT WHAT YOU GET. 


Well, as you may or may not know, this 
game uses the samw graphic engine as 
The Elder Scrolls IV Oblivion. But not 
completely, mind you. Lots of texture: 
were taken from oblivion, however, this 
only applies to ground and object tex- 
tures. 


Characters were completely re-mod- 
eled to give all characters that grim, 
post apocalyptic looR to them. And 
here's where it starts going downhill. 
Now, before you start pounding on 
your keyboards in rage, let me list all 
the good things about this engine be- 
fore | go on with the bad things: Firstly, 
the atmosphere is just Fantastic. The 
post apocalyptic DC looks and plays 
exactly like what you've seen in mov- 
ies like. 


[you s22 one oF thess once, run for your Fracking I 
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The Day After Tomorrow or anything 
about large destruction in general. At 
first, exploring your vault, you don’t 
seem to see a lot, but the minute you 
Жер out of the cave door into the 
wasteland and look over the lookout in 
a cliff, you Rnow this is gonna be mas- 
sive. The world is basically divided into 
various different areas, but the over- 
world itself is divided into two: the ruins 
of the Downtown DC (and ye;, that in- 
cludes an amazingly well done capito- 
lium) and the wasteland. 


Bethesda used satellite imagery to ren- 
der the locations of towns, or at least, 
the ones that where around in the 50s. 
You’ve got highways, towns, caves, and 
in order to get from point A to point B 
in DC, you'll need to go underground 
in the long metro tunnels, infested with 
mutant rats, Ghouls (If you're not famil- 
iar with the fallout-verse, think “zom- 
bies”), the occasional mutant, and raid- 
ers battling each other for territory. 


Also, you'll find towns with some pret- 
ty creative motifs to them. Megaton, 
for example, is a town made with 
scrap from the DC International Air- 
port around an undetonated mega- 
ton bomb. Hence the name, megaton. 
Because it's made around a megaton 
bomb. Megaton. Rivet city's an old air- 
craft carrier remodeled into a city, di- 
vided between the higher and lower 
decks. Oh, and then there's the vaults. 
At this point in time, it's no spoiler that 
the vaults where an experiment by the 
Enclave (the US goverment, that staged 
the apocalypse in order to get rid of its 
enemies) in order to test various situa- 
tions and scenarios that could happen 
on spaceships when setting out to ex- 
plore outer space. For example, from 
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other games, Vault 34 (New Vegas) 
had an overstocked armory, Vault 106 
had psychoactive drugs being pumped 
into the air purification system, and so 
on. The vaults are, for the most part, 
rid of all human life, destroyed, or just 
empty. The atmosphere created in 
them is just chilling, so tense it could 
be cut with a knife. There's a problem. 
Sure, the world may be utterly huge 
and detailed, but after a couple hours 
of walking in circles, everything will be- 
gin to look the exact same. 


But you're saying “Hey, X, that must 
take, like, forever!” well, no, my young 
and naive reader. You see, as | men- 
tioned earlier in the review, you'll be 
doing a lot of Freaking walking in this 
game. Sure, once you've found a new 
location you can just fast travel to it 
next time you need to go there, but if 
you haven't, it's a long way there, and 
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| mean, the walking can stretch out for 
hours, and in the end, there just isn’t 
too much to see here, once you've ar- 
rived at DC, you've seen pretty much 
everything. Also, the game has this an- 
noying tendency to blur the screen ran- 
domly when your head is injured. Sure, 
it makes sense, you lose perception and 
get а nasty concussion, but nonetheless, 
it’s freaking annoying and will get you 
killed more times than it’s worth and by 
far the most glitchy aspect of the game 
is this. 


While it’s not so bad as its sequel, the 
sheer amount of clipping that goes onin 
this game is astounding, to say the least 
and also, many times you'll send an 
enemy flying into the air thanks to the 
over enthusiastic physics engine, only 
for the leg to stay on the ground and 
the rest of the body to stretch out into 
oblivion, and never come down. And 
worst of all? | played the ps3 version. 


For some reason that still escapes me, 
Bethesda thought it would be funny 
to downscale the game from 1080p to 
a max of 720p. That’s right, the game 
only runs on 720p on a ps3. Why? I’m 
sure there's a really good reason for it, 
but | don't care. But, overall, and all 
things considered, this game looks really 
good. Sure, it could do better, but hey, 
at least they won’t reuse absolutely ev- 
ery single texture for the sequel, right? 
Of course no, why would they do that? 
So, let’s talk about sound. 
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MUSIC TO BE HEARD AND PLAY 
WITH THE GAME 





When you're told that this is a game 
about a post apocalyptic eastern coast, 
where you fight off mutants and other 
sorts of Monstrous Monsters and Abomi- 
паМе Abominations (and also humani- 
tarian humanoids and... OK you get 
the joke), Raiders, rabid mutated ani- 
mals, among them Giant Bears, using 
weapons like Miniguns, Missile Launch- 
ers, And a Mini Nuke Catapult (with a 
better version, the mini nuke catapult 
shotgun), or even a Gattling Laser, 
what sort of soundtrack would you 
think it has? 


Yep, pretty much everyone knows 
about this already, but | think i'll ex- 
plain this a little bit further. Y’see, 
the Fallout-verse is supposed to be a 
retro-futuristic world where the early 
50s never stopped. DjGrandpa (R.I.P.) 
would be so proud. Anyways, just like 
most of the ambiance in the game, the 
music is taken straight off some of the 
greatest record sellers in the decade. 


Like The Ink Spots or Roy Brown! Now, 
you may be thinking, “Gee, X, this sure 
sounds like a terrible decision for such a 
completely awesome and metal game" 
Well, if you really said that, you can just 
walk out of that door right now. The 
thing is, Bethesda did a magnificent job 
at balancing the graphical and plot- 


related atmosphere with the music. It’s 
not about the music itself, but the way 
it contrasts most of the more action ori- 
ented segments of the game with the 
cheery happy-happy-joy-joy musical 
scores. It creates that feeling of sheer 
awe at what you're witnessing. 


Here you have the ruins of an entire 
civilization, with cultural remnants ev- 
erywhere, a great amount of Old-Yet- 
Oddly Futuristic technology, the houses, 
and then there’s tranquility lane... Any- 
ways, the point is, the music is the indus- 
trial glue that keeps the fallout experi- 
ence together, it's easily the best factor 
of this game, the most memorable, and 
the most recognizable. But it's not just 
the boogies. 


The Enclave (A.K.A. The Bad guys) has 
its own radio, playing old American 
marches such as Yankee Doodle among 
others. It only really works in the capi- 
tolium and the Smithsonian. And also, 
there’s the default soundtrack made Бу 
famed gaming composer Inon Zur, who 
you may recognize from Dragon Age 
Origins. Really,his tunes work almost as 
great in the overworld and most other 
area of the game if you get tired of all 
the boogie-woogie. As always, ill leave 
you with my personal favorites from this 
OST. The Ink Spots - | don’t Want to Set 
the World on Fire The Ink Spots - May- 
be Jack Shaidlin - Let’s Go Sunnin’ Roy 
Brown - Butcher Pete (Part 1) 
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FRIDGE LOGIC SECTION 
Wherein | apply fridge logic: 


e The more | think about it, the more 
the redesign in most aspects of the 
game make sense. Just hear me out on 
this one. 


e For starters, both T-45d Power Armor 
and the Enclave Hellfire Armor were 
featured on Tactics. True, the game isn’t 
canon, but it’s stated there that the T- 
45d is easier to transport since it works 
as a more efficient muscle suit (and 
New Vegas confirms it, unlike the old T- 
51b Armor from 1 & 2, which add only 
+1 to Strength, the T-45d gives you a +2 
bonus to said attribute, but with less de- 
fense), and the Hellfire Armor is a pro- 
totype developed after the fall of The 
enclave oil rig from the end of Fallout 
2, after they transferred their leadership 
to Adams Air Force Base as a center of 
command. True, T-45d is not as sturdy 
as T-51b, but if you had to transfer an 
unit, on foot, to the other side of the 
country, the first thing to do would ob- 
viously be think about traveling light. 


e It’s explained that the Brotherhood of 
Steel is not supposed to be flying about 
saving people, like Elder Lyons says. But 
of course, is the entire chapter supposed 
to accept this? Of course not! there, we 
get the Brotherhood Outcasts, who po- 
litely force you to help them, and their 
leader explains what the fanboys had 
been complaining about for a while 
now. 


e The Enclave being led by a Giant 
Computer? How can this be!? Easy, they 
don’t know. Autumn explains in Broken 
Steel that only himself knows about 
Eden’s Identity. And even he thinks 
having a computer president is stupid. 
If you don’t have Broken Steel, you 
can actually talk him out of his faction. 
That’s... a lot. Also, you can talk Eden to 
death. Realism? what’s that? 


e Super Mutants that don’t look like 
Master-Made super mutants? That just 
doesn’t work. Genetic mutations work 
the same for everyone everywhere /sar- 
casm 


e Yes, the vaults look significantly differ- 
ent from the originals, so do the vault 
suits. But if you go to the Smithsonian 
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Museum of Technology, you'll find that 
these were the first models. What if, 
when they reached the east coast in de- 
velopment, decided to change the look 
and functionality of the vaults? 


e Oh, that place full of trees in the mid- 
dle of the post apocalyptic wasteland?... 
OK, That makes no sense. 


e Megaton? A town built around an 
undetonated nuclear bomb? What 
a Stupid idea! | mean, it’s not like the 
founders of the city were smart enough 
to realize the bomb could be set off by 
anyone, and that that is a bad thing, so 
they decided to make the city around it 
so that no one could detonate it, while 
keeping their water clean thanks to the 
purifier they could’ve gotten off a dead 
vault! No, sir, this is Fallout, we're talk- 
ing realism here. With power armored 
monks, mini nuke launchers, 200 year 
old edible food, underground vaults, a 
50s atmosphere in 2277 and super mu- 


tants, HELLO!? 


e Rivet City. The “Fans” call it a stupid 
idea, saying you just can’t just jump 
and make a city in an aircraft carrier, 
it would never work. They say this be- 
cause.... Because. No, seriously, the idea 
of Rivet city is, actually, quite ingenious. 
Now, they have scrap metal to sell or 
to repair the ship as needed (from the 
planes), a vast network of computers 
with knowledge otherwise inaccessible, 
defense against raiders and mutants, 
and Weapons and Armorto spare. Why 
wouldn’t you want to be there? It even 
has food in it! Good usable food! 


THE OBLIGATORY TRIVIA 
TION 


$ЕС- 


e Б) McCready, 10 year old major on a 
little town populated by kids, also spent 
some time in Alaska fighting shape- 
shifting aliens. 


e Your Dear old Dad, James, wants to 
heal the sick and afflicted of the waste- 
land by purifying the irradiated waters, 
via Project Purity. And also seems to be 
fond of the book of Revelations, from 
the New Testament. In the new testa- 
ment, James (not the same one, mind 
you) performs “the anointing of the 
sick”, and thus healed all their afflic- 
tions. See a pattern here? 


e All cars are Ford Nucleons, an unde- 
veloped concept of an atomic car. You 
can guess what happens when you 
shoot one. 


e The V.A.T.S. sound is taken directly 
from Fallout 1, being the sound played 
when you enter combat. 


e The sound that is heard when a mini 
nuke is fired is that of the Bethesda 
lunch bell. No joke. 


e Originally Med-X was called mor- 
phine, but to obtain an МА15+ (instead 
or being refused classification) in Austra- 
lia they had to таЕе this small change, 








use this edit for all worldwide editions, 
ironically this worked in the games lore 
as there was never any real world drugs 
within the series as they always had fic- 
tional names. 


e Chandler loves this game. Heck,it got 
him a main role in the sequel. 


e An NPC will sometimes randomly say 
“Man, this is almost like Oblivion!” in 
disdain, referencing both the fact that, 
well, this is a radioactive wasteland, 
and The Elder Scrolls 4: Oblivion, which 
this game shares the engine wit. 
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Be use war... War never changes. 


“ТІНЕ LEGEND) ОБ 
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Damage report! 
i 81 Casualties. 


50 soldiers and 31 
civilians. 


Cars - 
one through ~ 


And to think all 
oP this was caused 
by а Single missing 

piece of railroad. 


Areal 
Shame, sir 
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134 injured, 
107 Soldiers. 
and 27 civilians. 


That is the | 
damage 
report,sir 


We're hunting 
Е) down the rebel bastards who 
ҚЫ 7. dared to stand Á 
| Ae against us. 


You Pind A camp was You heard that 
| anything | spotted cupcakes. Now let's kick 
обери Ж а Pew miles * 


CAAAAPTAIN 


away. The 


Oh good! / traces lead 
The messenger | \ 
із back. 


Yes captain! 





104 SE ЇЙ 


; We walked through the woods, decided to exterminate 


Those damn bastards. — them once and Por all. We were 
I couldn % Stop thinking about all : sure that was just a менн 
the damage they caused with - | i setback. 


something 50 little. 


Lieutenant Aveil 
iS an expert 
in detecting 
|  andPollowing 
traces. Thanks to 
her Skills 
we could 
Make ib 
барам. á 


I hope 3 
the Goddesses 
. hearyal _ 





бо bhis is | 
where that scum 
à was hiding. 


ЕР” This was > 
Supposed to be our Pinal battle. 
Where did everything 

go wrong? а-а 


What 
| Say you 
|... Captain? 


E 
t а 


` 
3 
ч 
a. e 
> 


^ MAYE MERCY! 


voooo!!!! 
HELP МЕЕЕЕ!!!! 





ДУЕЕЕЕНИТ * 
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Isay 
we Should 
send them 
to kingdom 
Ь соме. 


106 Y ame- 


Another one of them. | |... DUE how can an old мап ' 
| I can't let them live, nob ater what‘ be part of them? An old мап? 
they've done! | É 


He Seems 60 
harmless, 


p In this place 
Wait a sec! , there's only 


Look around you! ` 
; These are not 
» bhe rebels. 





Tell ёпе others, 
à I'll go this way! 


| Say your 
prayers 
little one. 





sT- ANT 


Your MOMMY 
can't hear 
HOU anymore 
"sweetie". 


° I Can't believe it! we were so 
blinded by revenge. We screwed up 
big time. 
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WHAT THE BLOODY HELL 
_ 13 THIS?! 


JOHANNA! 
Р My- MY HAND! Y 
WHAT THE WELL 18 | 
GOING ONT! 


THE STUPID TOWEL! 
| CAN'T YOU SEE MY HAND IS / 
GLOWING BLUE?! | 





I-I can explain. 


You know * 
More than 
anyone else 
that НЕ is 
he one Pated 
to defeat 
E ME! 





УЕКЕҮАТЇЕКММАБАНЕШ5ЕРТЕМВЕН AN 


EXPLAIN WHATZ/ AQAHNIM YOU TREACHEROUS SWINE!! 


YOU SWORE TO ME THE BOY WAS DEAD! 


But my Lord! My wand of Gamelon 

had told ме the boy was no more 
amongst the living! Something MUSt have 
Е been protecting the kid all these years. 


i I DON'T GIVE A РАМИ WHAT ` 

| THAT PIECE OF CRAP SAYS! | 

ЕК ТИЕ WIELDER OF THE 

, TRIFORCE OF COURAGE Y 
_ MUST -BE -DEAD! 


7 IP You don’t bring 7 
ме back his hand 
| Gnd his head, you 
will SuPPer torments 
8 thousand times 
‚ Worse than anything 
i. You can imagine. 


` Y-yes my Lord, I-I won't Pail you again. 


END CHAPTER 2 
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RANT ТПІМЕШ 
МЛ il tine 


Ey WIRD 


Hey gis! Whitly here! Well, it’s that time of year again! As of the time that | start 
writing this, E3 is, literally, days away from fruition. It’s always exciting when E3 
takes place, because you always find a few surprises here and there during the 
actual press conferences. Unfortunately, due to the holiday of Shavuot, | won't be 
able to watch most of them live, which means that | probably won't be able to see 
all the glamour and splendor that usually takes place as it...well...takes place. So 
l'ue decided to tal& about something that interests me, partly due to my concern, 
although | might end up knowing everything | want to know before this is posted 
anyway due to how long this took to write. 


Ah yes, the Tomb Raider franchise. It’s 
up there with Metroid as one of the 
most iconic gaming franchises to fea- 
ture a female protagonist. The franchise 
has been around since the 90°, made 
its debut in 1996 on the ill-fated Sega 
Saturn and has since gone on to span 
10 games in the main canon, 4 spin- 
offs, 4 expansions and 2 films starring 
the ever-so-busty Angelina Jolie as the 
title character. It’s been adapted into 
books and comics, been analyzed in 
documentaries and retrospectives and 
has even been satirized in shows such as 
the potentially-iffy Disneycom Life with 
Derek (I'd verify that last one, but the 
predatory nature of the internet makes 
me uncomfortable sometimes.) You 
gotta admit: that’s pretty impressive for 
a franchise where the main character is 
a female bounty hunter, especially in 
an industry (i.e. video games) with an 
overwhelmingly large number of male 
protagonists. Considering what Lara 
Croft stands for, | gotta hand it to the 
person who created her for making a 
character that can last as long as she 
has...assuming she actually still stood for 
that these days. 


Which leads me to why I’m writing this? 
Thing is, | don’t like this franchise very 
much. But it’s not because | think the 
premise is terrible. | may not like the 
idea of an open-ended exploration 
series due to how tedious it can be to 
figure out where to go-which explains 
why Гуе always been hesitant to play 
these games-but it’s not a mutually- 
exclusive dislike. l'm not big on the 


Metroid franchise for the same reason. 
However, whereas that franchise has a 
protagonist that, for the most part, the 
player can sympathize with because of 
her strong personality and willingness to 
serve as an archetype for the non-sex- 
ualized heroine that can stand proud 
with the big-boys, Lara Croft seems to 
symbolize just about everything wrong 
with having a female as the protago- 
nist in gaming/movies/ [insert medium 
here] these days. 


Just so that I’m not declared a chauvinist 
pig, | have nothing wrong with a female 
protagonist as a means to portray a sto- 
ry. | think Wonder Woman is a great su- 
per heroine, as do | think that Chihiro is 
an interesting and complex child. Quite 
frankly, | actually look forward to see- 
ing female protagonists in any form of 
media, as it breaks from the norm and 
gives me a chance to relate to someone 
who doesn’t have a penis for a change. 
With that said, my issue is more along 
the lines of whether or not that’s done 
effectively. One of the reasons why 
characters like Samus Aran are so well- 
respected is because they’re thought of 
as characters first and women second, 
which means that they get a chance to 
be liked as people and not as creatures 
you’d much rather strip-down to the 
bone and lie in bed with. And don't get 
that with Lara Croft; okay, maybe the 
original intention was for her to be an- 
other Samus...but all l'ue seen over the 
years is an increased focus on mahing 
her chest jiggle and less on making her 
pass off as someone that can be taken 
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seriously. And in case anyone tries to 
deny it, let me ask you this: when you 
think of Lara Croft, what’s the first thing 
that usually comes to mind? 


And this is what’s really bothered me 
about Lara Croft over the years. | get it: 
breasts are a sexual turn-on. | сап attest 
to having been aroused by them before 
in the past without shame, as I’m just 
as much a male as any normal male is. 
That being said, there's a limit to that 
before it becomes unnecessary. Talking 
from personal experience, | ind breasts- 
or women, for that matter-more arous- 
ing the more realistic they look. Ergo, | 
can appreciate breasts if they actually, 
well, look like real breasts. But Lara 
Croft? That's pushing it (perhaps it's not 
as bad as other characters in gaming, 
but it's not great either.) 


One of the things | find rather ironic 
about the Tomb Raider franchise, from 
what | gather based on reviews and 
popular opinion, is that as Lara Croft’s 
sexuality has become more apparent in 
each game she's in as a result of better 
technology, so too have the flaws in the 
franchise itself become more apparent. 
The camera is still wonky and schizo- 
phrenic, the games still have texture 
and graphic bugs, the games’ premises 
have become more and more clichéd, 
even controller issues have popped-up 
at times! Perhaps exceptions to these is- 
sues surface once in a while, but | still 
find it depressing that the franchise has 
spent more time showing off its lead’s 
sexy form in Quick-Time than it has try- 
ing to actually fix its damaged repu- 
tation. If Lara Croft is supposed to be 
taken seriously as a character, then 
shouldn’t the franchise she’s part of take 
itself more seriously? Perhaps Lara re- 
ally is all about her exterior these days 
and not about her character, to which 
| can fully-understand why Hollywood 
thought that Angelina Jolie was perfect 
for the role in the movies. Then again, 
considering Jolie’s humanitarian efforts 
in the last decade or so, that’s selling her 
a little short too, no? 


So when | found out that Square-Enix 
and Crystal Dynamics were attempting 
to reboot the franchise last year, it’s safe 
to assume that | was skeptical; after 
all, | was given little reason prior to be- 
lieve that anyone actually cared about 
something other than the lead’s breast 


physics, апа l'd much rather mastur- 
bate to a mental image of a decaying 
Oak Tree than a character who looks 
as disproportionate as Lara Croft does. 
While Pll admit that her initial revamp 
was tempting (she actually looked like 
a character | could care about this time,) 
| still wasn’t convinced that it could be 
pulled off...until | saw the most-recent 
trailer for the game. 


By the way, just as side-note, | love 
trailers. Aside from being quick doses of 
entertainment, they usually inform me 
of what to expect, heep me guessing 
about any surprises they're hiding and, 
if done properly, can actually impress 
and/or surprise me. And I’m not talking 
"impress" in the sense that it's hard to 
impress me-because it's not-but rather 
in the sense that it makes me think that 
something could actually work here/ 
already works better than | thought. 
That doesn't happen very often, and 
when it does it's usually for the better. 
In the case of a franchise that'd clearly 
lost any sense of decency and integrity a 
long time ago, it becomes even harder 
for that to happen with a trailer for a 
new entry. 


That said, | was very impressed with 
what | saw here, as Lara Croft is no 
longer a trashy model with impracti- 
cal jiggles and a build that wouldn’t fly 
in the real world: all that bullsh*t has 
been toned down. Rather, what we end 
up with is a woman who looks like she 
has emotional depth in her face, intel- 
lectual depth in her eyes and physical 
will in her appearance. Her bangs are 
disproportionate, her hair is tied back 
in a clumsy ponytail and her beauty is 
legitimately genuine as opposed to su- 
perficial-adjusted-poorly-to-look-real 
genuine. Instead of skimpy short-shorts, 





she now wears cargo pants. She still 
wears a tank top, but she has the sense 
to cover her naval. She no longer wears 
fingerless gloves, possibly because she 
doesn’t feel a need for them. She does 
real activities, like lie down carelessly on 
her cot, read books, listen to music and 
examine herself in the mirror. On top 
of that, her voice and actions suggest 


Allright Squenixalimjintrigueds 


сы 


aspects of internal-conflict, insecurity, doubt, regrets, confusion and- 
near the end of the trailer-pain resulting from physical and emo- 
tional isolation, all of which she has to overcome in order to survive 
her unfortunate predicament. 


In laymen’s terms, she’s the 
3-Dimensional character we 
need to make this franchise 
respectable again. 


Ves, I’m relieved to finally 
see a Lara Croft that | can 
respect as а person, even 
though it took way too 
f***ing long for that to hap- 
pen. However, I’m a little 
concerned that this'll also 


backfire, and not in the sense that Crystal 
Dynamics and Square-Enix don’t follow- 
up with this premise. Rather, I’m referring 
to it not catching on in a different sense, 
ahin to this little gem: 


Just for the record, this movie is definite- 
ly worth owning. 
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Back in 2009, as part of Warner Bros. 
current 
films, the Amazonian princess known 


line of animated superhero 


as Wonder Woman got her chance to 
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shine in the criminally-overlooked 
masterpiece Wonder Woman 
(duh!) It wasn’t easy to make it 
work, as, despite being roughly 
as old as Batman and even older 
than Superman; Wonder Wom- 
an had never really caught on 
outside fans of the comic book 
world. Sure, she had a few TV 
shows over the past decades, not 
to mention some cameos in other 
DC shows, but she never reached 
the memorable status of, say, The 
Dark Knight or The Man of Steel. 
So to make someone like Wonder 
Woman work in the 21% Century 
and still feel relevant was a dif- 
ficult thing to do, and several 
changes had to be made: Won- 
der Woman was toned down 
vocally and physically to make 
her appear younger, her ability 
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to fly was axed, the spin-change tech- 
nique Lynda Carter popularized in the 
70’s was replaced with something more 
conventional and a sense of vanity and 
naivety replaced her once all-knowing 
demeanor. In short, this was a gruffer, 
angrier, more cynical interpretation of 
the classic heroine, one that seemed 
out-of-place from what she was nor- 
mally thought of prior. 


That being said, it was also the type of 
Wonder Woman needed to keep her 
relevant. While | have nothing but the 
utmost respect for her previous itera- 
tions, at the same time | don’t connect 
nearly as well as | should to them be- 
cause they aren’t archetypes that | can 
really relate to. In the case of the movie 
itself, these changes also helped to so- 
lidify the complex themes of maturity 
and gender relations that are discussed 
throughout. Sadly, even with all the 
praise it got from critics and fans alike, 





Wonder Woman was a commercial fail- 
ure, as the advertising campaign never 
really caught on and the movie barely 
gained back its production costs in to- 
tal revenue. WB saw this as a sign that 
people weren’t ready for a super hero- 
ine, so they tried a different approach 
with their attempt to tackle another 
super heroine-Supergirl, aka Kara Zor- 
El-and keep any mention of her name 
off of the cover of Superman/Batman: 
Apocalypse. This tactic was even less 
successful, and I’ve yet to see talks of at- 
tempting another super heroine since. 


You’re probably wondering what this 
has to do with Lara Croft, aren’t you? 
Well, it’s relevant in that one of the rea- 
sons these two movies didn’t catch on 
is because they dealt with something 
people weren’t comfortable with: a 
strong-willed, independent-minded, 
non-sexualized heroine (okay, so there 
was a little bit of that last one in both 
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entries, but it wasn’t the prime focus.) | 
might be generalizing when | say that, 
but when you compare the sales of both 
movies combined with something like, 
say, Catwoman-which also bombed- 
then you'd see that I’m not that far- 
off. Perhaps it's unfair to compare two 
home releases to a theatrical release, 
but it's not liRe a made-for-DVD movie 
is incapable of making a solid profit 
margin. I’m no professional psychoana- 
lyst, but it's to say that sex appeal sells. 
Human beings are sexual creatures, so 
it’s only natural that we'd gravitate to 
something that pushes our buttons just 
right. And it's not just the female char- 
acters that have that happen to them; 
after all, how often do we see macho- 
men in movies/video games these days? 


The problem is that this sort of thing ig- 
nores female characters that have more 
to them than just sex appeal. luy from 
Soul Calibur 4 may looh hot, but is she 


the type of individual you'd actually be 
interested in as a person? Perhaps that's 
not a great example, as l'm not really 
a fan of the franchise, but there's no 
doubt that at least part of her popu- 
larity is her immense jugs that dangle 
from her chest. (Pd like to see someone 
comment and make an argument con- 
tradicting that. l'm not quite sure if it's 
possible, but it'd still be interesting to 
read nonetheless.) 


So what about those heroines we've 
already accepted? That's a fair point, 
especially since there have been in- 
stances of female characters that we 
HAVE accepted over time, but | can’t 
think of nearly as many as men, and 
even then I’m sure that other factors 
came into play to help with that; for 
example, various Final Fantasy games 
throughout the years have incorpo- 
rated female characters that aren’t 
entirely-sexualized, but they’ve also in- 
cluded a lot male characters too. Plus, 
the franchise has been around since the 
80's, which means that it’s built-up a 
large enough following that the games 
would still sell regardless. Samus Aran 
is also an example of a strong female 
that we've accepted, but lm curious if 
she'd be nearly as popular now if: a. 
she'd been introduced right-away as 
a woman in Metroid, as opposed to 
heeping her gender a secret until 
you beat the game. B. the devel- 
opers didn't include strip teases in 
various games in the franchise as 
a reward for clearing the game in | 
a certain amount of time/100%. | 
might be jumping the gun too 
soon on this one, but you never 
Rnow! 








As for the new Tomb Raider 
game, I’m almost positive that 
it'll sell regardless. Remember, 
this is Tomb Raider we're 
talking about here, it's not 
liRe this franchise came out 

last year or something. 
Still, there's always 
the possibility that 
the game will re- 
ceive negative 
backlash from fans 
of the franchise for 
not having...um... 
how they put it... 
MUMBO JUMBO 
TETEVZ! And that’s 


; 


TETRAMER NEE 


what concerns me about this new Lara, 
as it was those very "TETEVZ" that 
turned me off in the first place. Also, 
considering how the franchise is actu- 
ally attempting to take itself seriously 
this time, it'd be a shame if no one ac- 
knowledged and/or respected that. I’m 
sure that т not alone on that either, 
otherwise the franchise wouldn’t have 
felt a need to reboot itself in the first 
place. 


For now, though, I’m gonna remain 
optimistic and hope for the best. Con- 
sidering how often franchises go down 
the sh*tter because people stop caring 
about them, it’s nice to see that some- 
one hasn’t given up hope on gaming’s 
#1, female treasure hunter just yet. And 
while I’m not sure if Pll ever get over 
my disdain for exploration games soon 
enough to give it a shot myself, never- 
theless | wish the game well solely be- 
cause it’s actually trying this time. And 
who knows? If the end result goes 

well, it might lead the way for 
more games to incorporate 
independent-minded female 
characters as their leads. *Cross- 
es fingers* 





Çai 


Just for fun, ve decided to try some- 
thing new and end this blog off with 
some questions for you all to answer: 


1. What did you think of the trailer for 
the new Tomb Raider game? 


2. What are your thoughts on the Tomb 
Raider franchise as a whole? Do you 
think it was worthy of a reboot? If so, 
why? If not, why not? 


3. Which version of Lara Croft do you 
prefer-the old one, or the new one-and 
why? 


4. What are your thoughts on the state 
of female characters in gaming and/or 
entertainment in general? Is it some- 
thing you’d consider problematic, or is 
something you don’t think is worth get- 
ting worked up over? 


Until next time, this is Whitly saying, 
“Read, comment and goodnight!” 
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Hey gis! Whitly here! | know that it's been a little while since | last posted a shtick, so | decided to make up for lost time (then 

again, it’s always difficult to write stuff at the end of a term, so | have an excuse.) | was originally gonna tackle something 

more controversial, but due to the difficulty surrounding such a blog l'ue decided to hold off a bit on that. Instead, l'ue decided 

to throw my hat in the reviewer's circle again and tackle what Га consider to be one of the best and most-underappreciated 
superhero movies of the last decade: 2009’s Wonder Woman. 


Let me just go on record and say that 
WB's animation division has a mixed 
reputation when it comes to mov- 
ies; sure, they gave us The Iron Giant- 
which га argue rivals some of Pixar's 
best-but they’ve also given us the less- 
than-stellar musical Quest for Camelot. 
The same can be said for their super- 
hero movies, especially since their non- 
Batman related works often leave you 
wanting more and feeling disappoint- 
ed that they’re not as good as they 
could’ve been. Lately, however, this 
problem has become even greater with 
their more adult line of DCAU movies: 
despite the incredibly-high production 
value, most non-Batman movies from 
the greater collection range from me- 
diocre, to forgettable to even terrible 
(as with the case of Justice League: The 
New Frontier.) As such, it’s pretty hard 
to find something truly exceptional that 
doesn’t have everyone’s favorite Dark 
Knight attached to the front cover. 


| guess then that, all things considered, 
it'd be out of the question to expect a 
worthwhile movie starring DC's warrior 
princess, would it? After all, not only is 
she not as well-known as Superman or 
Batman, but also DCAU movies that 
aren't Batman related don't stand a 
chance. Not only that, but how do you 
take a character that’s been around 
since WWII and give her a movie that 
both celebrates what her then-68 years 
of lore have to offer and keeps her rele- 
vant to an audience that may/may not 
know anything about her? The solution: 
get feminist director Lauren Montgom- 
ery to direct the movie, Gail Simone 


to conjure up the storyboards and ac- 
claimed writer Paul Dini to write the 
script. Add in the fabulous voice direc- 
tion of Andrea Romano and the spark 
of a great producer like Bruce Timm, 
and you're already heading in the right 
direction. 


Wonder Woman begins right-smack 
in the middle of an epic war between 
the legions of the underworld-led by 
the all-too-known God of War, Ares- 
and the women of the Amazon-led by 
Queen Hippolyta-for what can only be 
thought of as a fight for freedom. After 
some sexually-implied banter between 
Ares and Hippolyta, where we learn 
that the two once had a serious rela- 
tionship that quickly went sour, Hip- 
polyta charges out onto the battlefield, 
decapitates her illegitimate son with 
her sword and then proceeds to do the 
same to Ares as he 
stares in shock. Zeus 
and Hera intervene, 
yet they agree to let 
the Amazons keep 
Ares as a prisoner 
on a utopian island 
known as Themysci- 
га so that he won't 
harm them again. 
The movie then 
shows Hippolyta 
carving a baby out 
of sand, which is 
struck by lightning 
and become: Prin- 
cess Diana (i.e. the 
person this movie is 
about.) 


Fast-forward to the present day, where 
Princess Diana-now an adult-encoun- 
ters an American pilot named Steve 
Trevor after he crash lands on The- 
myscira from an aerial dogfight. He's 
brought in for questioning, whereupon 
the Amazons: decide that he's harmless 
and arrange a contest in order to deter- 
mine who'll return him home. Annoyed 
that she’s been assigned to guard Ares’ 
prison cell with a fellow Amazon named 
Persephone, Diana sneaks away-with 
the help of another Amazon named 
Alexa-and enters in the contest. She 
overcomes all odds and becomes the 
victor, but she’s quickly alerted to tragic 
news: it turns out that Persephone has 
stabbed Alexa in the chest and run off 
with Ares in her absence. Diana is now 
forced to both return Steve Trevor to 
the US and track down Ares. 








One of the things that makes Wonder 
Woman different than most super hero- 
ine movies is that it features a strong, in- 
dependent-minded and non-sexualized 
female as the lead character. It might 
not sound like very much, but that, un- 
fortunately, speaks volumes considering 
that most super heroine movies end up 
like Elektra or Catwoman. Addition- 
ally, whereas past iterations of Wonder 
Woman present the character as saint- 
ly, motherly and selflessly heroic, this 
one goes for a more human approach. 
Gone is the all-knowing warrior princess 
who can fly, instead replaced by a crass, 
naive and sarcastic woman with a short 
fuse, a strong dislike for men and a bit- 
ter outlook on life. She’s effeminate still 
in many ways, but she’s also someone 
who’d break your neck if you rubbed 
her the wrong way. At the same time, 
however, this is also someone who exerts 
plenty of grace, one who still demands 
respect as a character because of her 
noble roots. And | like the way Mont- 
gomery handles the character, as this is 
definitely someone that you can appre- 
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ciate on both a superficial and human 
level. Memo to the men: this isn’t some- 
one you'd want to rub the wrong way. 


But that’s not to say that Wonder 
Woman holds the movie up all on her 
own, especially since she’s so well sup- 
ported by everyone else. Take Steve 
Trevor: first introduced as the “man in 
distress” when his plane crash-lands on 
Themyscira, Steve quickly becomes the 
movie’s comic relief character. Steve is 
cocky and a frequent womanizer and 
he often resorts to making sexual jibes 
about women in an attempt to “woo” 
them. | think his best comedic moment 
is when he tries to get Wonder Woman 
drunk in an attempt to shake her up 
sexually, yet instead ends up collaps- 
ing first from too many shots because 
his tolerance for alcohol can’t match 
that of an Amazon. That scene always 
makes me laugh, and it’s moments like 
this that remind you that Steve is very 
well-written for a comic-relief character 
(really, his jokes are both clever AND 
funny.) But Steve is more than that too, 


as he’s also brave, intelligent, caring and 
able to hold his own in battle. Plus, he 
matures a great deal by the end of the 
movie, showing that even bigots can 
change for the better. And, of course, his 
chemistry with Wonder Woman is real 
and believable, as opposed to forced. 


The rest of the crucial characters are 
also pretty interesting. While | do have 
to emphasize that, with the exception 
of power-hungry Ares, they're mostly 
female; it works in this instance because 
this is technically a movie that grati- 
fies women. l'd even argue that each 
character represents a different aspect 
of femininity; for example, Hippolyta 
represents the nobility and nurturing 
of femininity, showing elements of both 
her leadership shills and her mater- 
nal instincts when conversing with her 
daughter. Artemis is the warrior side of 
femininity, as she's a no-nonsense indi- 
vidual who'd hand you your derriere on 
a silver platter if provoked. Her sister, 
Alexa, is the exact opposite, as she much 
prefers the ways of peace and the phi- 
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losophies of life and litera- 
ture over aggression and 
violence. And, of course, 
there’s Persephone, the 
traitorous Amazon who 
only falls in-love with Ares 
because he offered her the 
companionship her fellows denied her 
when they sheltered themselves from 
the outside world. What | liked is that 
each of them is made very human, be- 
ing given real motives that drive the 


story forward and make them very re- 
latable/complex. 


Thematically, Wonder Woman is also 
very complex. When it comes to super- 
hero origin stories, most of them tend 
to feel very unbalanced or bloated be- 
yond belief. This is one of those excep- 
tions, as it provides a rather interesting 
story that becomes crucial by the end; 
true, it’s an origin story...but it’s also a 
coming of age story. Diana’s ascension 
to heroine is almost a rite of passage, 
as it’s through her donning of the Won- 
der Woman persona that she’s able to 
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mature as an individual and appreci- 
ate man's world for herself. Not to men- 
tion how disturbing it is that one of the 
most-compelling origin stories about a 
superhero is an animated movie that’s 
only 76-minutes long and is a straight- 
to-DVD release. If that's the case, then 
Hollywood’s clearly missing something. 


The other big theme permeating 
throughout, and this is where the movie 
really shines, is the critique of gender re- 
lations. One of the big issues | tend to 
have with feminism is its one-sided por- 
trayal of men, describing them as self- 
righteous, narcissistic, power-hungry 
douchebags who think of women as 
disposable commodities that can bed- 
ded and tossed out like cheap trash. 
While there’s no doubt that men do 


that at times, it’s unfair to make such 
a sweeping generalization about them. 
The movie definitely brings that to the 
table with Steve and Ares, but it also 
isn’t afraid to criticize women for their 
own faults; true, women are grace- 
ful and deserve respect, but they can 
also be incredibly shortsighted about 
men and their own emotions. | love 
how Steve gets several chances to talk 
about the shortcomings of women, 
most-notably when he openly berates 
the Amazons in the third-act for closing 
themselves off from men because of a 
few bad eggs. | also like how the root of 
the movie's conflict is a result of women 
suppressing their desires, especially since 
it shows how real the issue really is. In 
other words, the movie’s gender critique 
is both fair and balanced. 
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On the same note, | also appreciate how Wonder Woman 
is never once thought of as sexual in any way, | regardless of 
how often the movie tempts it: Princess Diana has the perfect 
һу , the type to make her a man’s dream come true. 
She wears somewhat- revealing clothing in battle. She walks 
around in) high-heels. She has a very heavy voice. Heck, 
there’s even a s scene where she fights a demon in her bare 
feet, with extreme close- -ups on her soft arches and soles. And 
yet, she’s no less because of it. 


She’s human, and it makes a surprisingly sympathetic indi- 
vidual. | like that, as it’s a refreshing change from how movies 
usually portray super heroines. 


Which leads me to the PG-13 rating. Like the rest of the DCAU 
ventures, Wonder Woman isn't a kid’s movie. Unlike most of 


x 


Ies 


the DCAU ventures, | can actually say that with a straight 
face. This is because most of the DCAU movies feel like kid's 
movies with heavy-handed uses of violence, profanity and 
sex jokes just to make them “mature”. 


Wonder Woman still has those elements, but none of them 
feel forced in any way. Like the magnificent Princess Mono- 
noke from the acclaimed-Studio Ghibli, the adult nature of 
the movie is primarily in its themes and aspects of character 
development. There are still some elements that are pretty 
obvious, such as the aforementioned appearance of the pro- 
tagonist, but most of its as subtle as the commentary on gen- 
der relations. Then again, | actually think that's being a little 
generous considering how violent the action scenes really are 
at times. >_> 
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Of course, no comic book movie із with- 
out its sense of humor, and this movie 
has plenty of that. Aside from the con- 
stant jibes at Wonder Woman’s ap- 
pearances, there’s a running gag in- 
volving the word “crap”. It starts off 
with а slip-of-the-tongue while the 
Amazons at the beginning of the movie 
interrogate Steve, and its last usage is 
one of the best one-liners in the entire 
76-minute experience. Wonder Wom- 
an’s infamous Lasso of Truth gets its fair 
share of comedy too, including one of 
the funniest and most human moment's 
right before the climax. | also liked how 
Artemis, the Captain of the Amazons, 
makes constant reference to her swords 
might, as it’s usually the guys who praise 
the strength of their blades. (*Badum- 
ching*) Throw in a bunch of quich jab: 
at how silly women and men can be at 
times, and you're set! 


Visually, the movie really shines. The 
DCAU line is known for its high pro- 
duction value, but this is one of the 
few entries that looks good enough to 
have been a theatrical release. Why? 
Because of its epic style: not only does 
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it pass-off as a genuine release for the- 
atres, but some scenes-particularly the 
action ones-look and feel as good as 
those from big-name production stu- 
dios. The movie really sucks you into its 
Greco-Roman atmosphere, and while 
there are a few details here-and-there 
that | think would've benefitted from a 
little more detail-such as the hands and 
feet of the characters-there's still no de- 
nying the cinematic and larger-than- 
life feel the movie has. 


Don't tell me this doesn't look good... 


On the subject of impressive, the voice 
acting is also very strong. It’s no surprise 
that Alfred Molina makes a good Ares 
and that Tara Strong holds her own 
weight with Alexa, but the rest of the 
cast is also very strong and believable. 
The obvious highlights are, of course, 
Keri Russell as the tough Wonder Wom- 
an and Nathan Fillion as the comically 
brilliant Steve Trevor. Perhaps it's be- 
cause they've worked together before 
in the rom-com Waitress, but they share 
excellent chemistry and really push the 
movie's themes along well. 





My only complaint is that Vicky Lewis, 
while believable as Persephone, comes 
off as short-breathed at times, but 
that's a minor nitpick and could just 
be that character. Oh, and the score by 
Christopher Drake is superb too, pro- 
viding an ambience that's both grace- 
fully feminine and epically Roman. 


With all the praise, it's very easy to think 
of the movie as flawless. Unfortunately, 
that's not the case, as the movie does 
have several plot holes: 


The first group of plot holes occurs when 
Steve and two of his fellow pilots are 
ambushed during a test flight. It’s in- 
evitable that it'll end with Steve crash 
landing on Themyscira, but why is he 
even flying in that region anyway? Is he 
on some sort of secret mission or some- 
thing? Also, what’s the deal with the en- 
emy planes that come out of nowhere? 
Is there some sort of war going on? The 
movie answers none of these questions, 
instead making us just “accept” it as is. 


On that topic, the events leading to 
Steve landing on Themyscira are also a 
little ambiguous: Hippolyta and Arte- 
mis discuss a special mirror that cloaks 
the island from the outside world, which 
| buy into, but then Hippolyta briefly 
puts her hand to it and the island be- 
comes visible. Wouldn't someone have 
been able to pinpoint its location dur- 
ing that time? Also, who's the one that 
punches the mirror so Steve can make 
an emergency landing? The room is just 
shown as empty, followed by a close-up 
of the mirror being punched by a fist. 
My best guess suggests Hippolyta or 
even Artemis, but the character designs 
in this movie have so much in-common 
that-quite frankly-it could’ve been 
anybody! 


And while we're on the subject of the is- 
land, in the climax there's a scene where 
the president of the United States con- 
nects Ares’ invasion to Themyscira and 
launches a missile to destroy it. | like how 
Steve proves his worth by chasing after 
it in Wonder Woman’s invisible jet, but 
isn’t the island supposed to be cloaked? 
Are you telling me that the island was 
made permanently visible when the 
mirror was punched? And if so, how is it 
that the missile exploded before enter- 
ing the island’s atmosphere? This is an 
amazing contradiction that still baffles 
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Now, for Samus’s personality. Basically, 
most of Samus’s dialogue and actions, 
specifically the scene involving Ridley 
encountering Samus, have angered 
fans, saying that Samus’s reputation has 
been tarnished. Well, to those people, | 
have 2 terms | would like to share with 
them. The first: 


CHARACTER DEVELOPMENT 


Characters like Mario, Link, Sonic, and 
Kirby don’t necessarily have this type 
of character development, and have 
always stayed the same. And, up until 
now, the same went for Samus, and she 
was always portrayed as this brooding, 
superhero of a character, who shrugs 
off certain death after every time she 
encounters it. However, in Other M, she’s 
different. “BUT, WAIT!” you may say, 
“WHAT CAUSES THIS ‘CHARACTER 
DEVELOPMENT’?” Well, allow me to 
introduce you to my second term for 
you! 


Post-traumatic stress disorder 


Remember, Samus is only a woman. 
A pretty tough one, to say the least, 
but she isn’t invulnerable to human 
emotion and reactions that human 
beings succumb to in certain situations. 
Also known as PTSD, this disorder, 
according to my source listed below, 
“can occur after you've seen or 
experienced a traumatic event,” Huh. 
What happened to Samus before the 
events of Other M again? Oh yeah, she 
almost died at the hands of a hideous 
alien life-form before she witnessed the 
baby Metroid, with which she shared 
a strong bond with, sacrifice itself to 
save her, and then escape Zebes with 
extreme speed, leaving her unconscious. 
Veeeeeah. 


Going back to the Ridley confrontation, 
the first three symptoms listed are the 
extremely prominent. When Samus 
sees Ridley, alive and well, she easily 
gets startled and locks up, unable to 
concentrate. Also, the extreme irritability 
is also shown when Samus receives 
orders from Adam. The hypervigilence 
also comes into play when one of the 
members of Adam's team breaks off 
and begins hilling people. She becomes 
suspicious, questioning everyone's 
integrity, even Adam. 





Now, that we’ve cleared up what happened on Zebes, let’s clear up some symptoms 
of PTSD. According to sources, the symptoms of PTSD are broken into 3 main 
categories, so let’s go through each one and match them up with the events on 
Zebes. 


Reliving the event 
includes flashback 
episodes, as well as 
repeated memories and 
nightmares relating to 
the event. This happens 
frequently throughout 
the game. Also, 
whenever something 
that reminds the victim 
of the euent occur;, the 
victim responds with 
extreme comfortableness. This is plainly seen, though in a more extreme case,(which 
is understandable) when Ridley confronts Samus. 





symptoms in this stage of 

PTSD, and each victim 

has а combination of 

each. Samus, however, 

seems to be experiencing 

\ some major factors of 

К Avoidance. For instance, 

i emotional "numbing" 

or showing less moods is 

common, and clearly, Jessica Martin pulls this off. Huh. Maybe what | said about 

her at the beginning of this was wrong. Anyway, another symptom of Avoidance 

that Samus suffers from is, "Avoiding places, people, or thoughts that remind you 
of the event.”. How, you may ask? 


Е тЫ There are many different 





Well, when she meets up with Adam, most of her thoughts attempt to stay on the 
topic of him. She appears to be trying, but mostly failing, to take her mind off the 
events on Zebes, with the memories of Adam and herself. 


However, when Adam dies, she is forced to leave the past behind her and finish 
Ridley and the Queen. But, we'll get to Adam later. 


pg "HE > 
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These symptoms are probably the 


A 
most prominent in Samus’s case, so I'll | 
just list them: : P 
-Difficulty concentrating | 


pl 


-Startling easily Pa 
-Having an exaggerated response to 

things that startle you 5 
-Feeling more aware (hypervigilence) r 

-Feeling irritable or having outbursts 

of anger. 


-Having trouble falling or staying | 
asleep. ~, 













Now that we've gotten that out of the 
way, let's move on to the big question: 
Why is Samus just NOW suffering from 
PTSD? | mean, she's done this like, a 
BILLION TIMES, so why is she just now 
experiencing symptoms? Well, that's 
a good question, and | can answer it. 
First, according to my source, PTSD is 
euen more likely when you have been 
faced with other cases of trauma. And 
| THINK that Samus falls under that 
category. And, as | said, Samus is a 
strong woman, and she can't be broken 
that easily with something liRe almost 
dying. However, she wasn't just near 
death at the end of Super Metroid- she 
pretty much WAS dead. Now, granted, 
this sort of thing happens: to her all the 
time, but she then experienced the 
Baby Metroid revive her, and then be 
eradicated right in front of her. If | was 
her, that probably would have pushed 
me off the deep end, too. 


HOWEVER. 


Through my constant rambling and 
ranting, | still haven't explained one 
thing yet: Adam Malkovich. 


The relationship between Samus 
and this character is probably the 
most infamous part of this game to 
fans. Often, Samus’s relationship with 
Adam makes Samus seem extremely 
dependent on Adam, almost like she 
needs him in order to complete her 
mission. This outraged fans expecting 
to see the brooding, invincible Samus 
killing aliens. However, the third term 
of the day is: 


Borderline Personality Disorder 


Yep, Рт throwing out the medical 
condition card again. BPD is a disorderin 
which *people have long-term patterns 
of unstable or turbulent emotions, 
such as feelings about themselves and 
others.". Exact causes are, as of now, 
unknown, but it is thought to be caused 
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by family and social factors. Now, not much is known about Samus’s relationship 
with the Chozo, the species that raised her, but seeing that she never met her actual 
parents, Pll chalk that up as bad parenting. Since Samus never had a father, she 
always looked up to Adam as that type of father figure, feeling strongly for him, 
but also has very negative feelings about him, showing she has rather “unstable or 
turbulent emotions” about him. See what | did there? Another symptom of BPD 
is fear of abandonment, as you see in the scene where Adam sacrifices himself to 
destroy the Metroids. 


After Adam’s death, Samus has no one to look up to as that father figure, and 
realizes she can’t depend on someone else to complete her mission, and seems to 
return to her same old self, despite grieving over Adam at the end of the game. 
So, now that I’ve cleared all of that up, I’m gonna bitch at you. Ves, you. There is 
no problem with your computer. Listen up. There is one character that had many 
of Samus’s problems. He didn’t look up to someone as a father figure or anything, 
but he DID suffer from PTSD, going so far to break down in tears in the arms of his 
commanding officer. Total pansy, right? | mean, seriously who can be considered 
awesome if he breaks down, crying like a baby? What a total, little... 


УЕКЕҮАТЇЕКММАБАНЕШ5ЕРТЕМВЕН AN 
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Oh. Yeah. To this day, Rambo is considered one of the ultimate badasses in the 
world of action movies, a brooding, quiet killer when he needs to be. But he also 
has this sensitive side, in which he can openly cry about his experiences in Vietnam, 
recalling the death of his war buddies and sobbing uncontrollably into his superior's 
shoulder. He has no friends, he has no family, and he has no life. Now, look at 
Samus. She is usually brooding, quiet hunter. However, after the events on Zebes, 
Samus felt the need to bottle up her feelings, because she felt she couldn’t trust 
anyone but herself. She has no friends, she has no family, and she simply can’t trust 
anyone. 


Until she meets up with Adam on the bottle ship, that is. When she’s around Adam, 
she feels safe, as if she could say anything to him, but still vows to Reep herself quiet. 
After one of the team break off, picking off each member one by one, Samus 
needs to embrace the fact that Adam could possibly be the one responsible. Now, 
with her PTSD, as well as her BPD, and the possibility of Adam being a traitor, 
the amount of stuff on her mind is enough to send her into a spiraling mental 
breakdown, which, going back to the Ridley scene, DOES happen. 

Rambo is a man. A strong man. However, we can clearly see that he is not some 
kind of emotionless cardboard cutout of a protagonist. He has depth, complexity, 
and a heart, and that’s why we love John Rambo. So, why can’t we accept Samus 
Aran for the same kind of depth and complexity? Personally, | was happy when | 
witnessed Samus 2.0. 


Other beloved Nintendo icons, like Mario and Link, though they are universally 
loved, are by no means interesting, deep characters. They don’t have any backstory 
or personality. They’re just sheets of paper where we draw our stereotypical hero 
personalities, people that go into danger expecting no real repercussions towards 
themselves. Samus in Other M is not a result of some jackhat’s sexist idea of women. 
It's just showing that real things have happened to her! Real, traumatizing things. 
But, hey, that’s just my opinion. So, if you take anything from this post, let it be this: 
Don’t be so soon to jump to something being stupid or out of character. 


Stop, reflect on what has happened to that character, and truly ask yourself, 
“Would | act the same in their position?”. 





500 SCREWATTACK MAGAZINE - SEPTEMBER -» 123 

















NIMATION.COM/TRIGUN 


NC 





Hello gis of the earth! Here's the thing. Trigun KICKS ASS. 


If you don't know, Trigun is an anime about a kind hearted outlaw named Vash 
“The Stampede’s adventure through a sci-fi/western world, as he avoids getting 
caught by bounty hunters, fight his past, and try to help wherever it’s needed (kind 
of a Japanese Samurai Jack, but 5) was probably inspired by this). It was funny, 
stylish, often dark, and always action packed. If | were to ever remake my “Top 
Favorite Anime" list, | guarantee you Trigun would Бе in the top 5. So obviously, 
when | heard that Trigun was not only getting a new movie, but that it'd be show- 
ing in select theaters, including one near me, | was EXCITED. 


Now that ve seen it, what's the verdict? Does it succeed in capturing the original 
series action packed fun and charm, or does it miss its mark? Let's find out. 


Also, | will be trying to Reep this as spoiler free as possible. If you haven't watched 


Trigun, you'll be fine- actually, if you haven't watched Trigun yet, the second you 
finish reading this and commenting, GO WATCH IT. 


— Mes. That is as badass as it looks. 
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As | said before, “Trigun is an anime 
about a kind hearted outlaw named 
Vash “The Stampede’s adventure 
through a sci-fi/western world, as he 
avoids getting caught by bounty hunt- 
ers, fight his past, and try to help wher- 
ever it’s needed”. The plot of this movie 
fits well to the show’s tone. Vash arrives 
in a large city, and discovers that a 
criminal he had saved from death de- 
cades ago, has returned and has a huge 
bounty on his head. Soon enough, he 
gets caught up in it, as it turns out the 
criminal, named “Gasback” was out for 
revenge on former colleagues, and the 
colleagues in question had surrounded 
themselves with bounty hunters, to act 
as sort of guards. This results in Vash in- 
teracting with both new and old char- 
acters, epic fight scenes, and tons of cool 
story elements. 


The Trigun series was quite the marvel. 
It had witty humor, feel good morals, 
and crazy action scenes, but it also of- 
ten had deep emotional conflicts, dark 
stories, and tear-jerking tragedies. So 
it'd be pretty hard for this movie to hit 
it spot on. Vet it did. 


It's charming, it's funny, it's well paced, 
and it's just as action packed as ever. 
Plus it still has the deep emotional con- 
flicts the series is known for. ve always 
followed the theory that a good movie 
based on a TV show, should basically be 
a long episode of the TV show, but with 
a larger sense of scale and importance. 
Although it doesn't capture the sense 
of importance so much, it does have a 
large sense of scale, along with mak- 
ing it feel like the show. Heck, the city 
it takes place in is bigger than any city 
| remember in the show. The pacing is 
good, nothing amazing, it didn’t really 
blow me away, but it got the job done. 


Trigun BR has great story, it really does 
an awesome job getting the same feel 
as the show, combining all the different 
elements that make Trigun, Trigun. But 
it’s average pacing, lack of a sense of 
importance, and overall lack of any- 
thing too surprising overall, does drag it 
down a bit. 


Story: 8.5/0 
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Animation and Action 
Let’s start out with animation. 


| have a problem though. The only an- 
ime movie I’ve seen recently aside from 
this is Summer Wars. And by God, it’s 
just plain cruel to compare any movie 
to that. That was basically the “Cam- 
eron’s Avatar” of anime (Га crack a 
joke like, “except not sucky HAR HAR” 
but | actually really liked Avatar. But 
that’s another story...). So | did some 
research to make sure not ALL anime 
movies were at the ultra-mega mind 
blowing high quality of Summer Wars, 
and when that was confirmed, | was 
proud to say this movie looks terrific. 
The characters have loads of personal- 
ity, their designs have all been slightly 
updated with more detail, while at the 
same time keeping them true to their 
original looks, and new characters all 
look really cool and creative too. Plus, 
the location looks great, and they do 
a good job keeping the small amounts 
of 3D animation they throw in (for cars 
and trains and such) are blended well 
with the 2D. 


As for the action, BY GOD. | mean, 
WOW. Just WOW. Riddle me this. 
What's cooler than a badass criminal 
outlaw with an electric robot arm and 
immense strength, along with the cov- 
eted ULTRA BADASS, Wolfwood the 
Preacher himself, going up against an 
army of heavily armed bounty hunter: 
in an enormous desert city? 


Two enormous robots the size of galax- 
ies duhing it out in the middle of space 
while shooting giant lasers and yelling 
dramatically? WHO THE HELL DO 
VOU THINK W- 
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We are not talking about Gurren Lag- 
ann right now Inner Self. 


Not even a little bit? 


NO. Anyway the action is amazing. 
Beautiful, well-choreographed, large 
scale and epic. The action in this movie 
may even surpass a lot of the action 
from the show. It’s really damn good. 


WE WILL PEIRCE THE HEAV- 


*hits with a hammer* SHUT UPI!!! SO 
OVERALL, THE ANIMATION AND 
ACTION, ALTHOUGH WITH A FEW 
FAULTS, IS TERRIFIC OVERALL! WHY 
AM I still yelling? 


Animation and Action: 9.5/10 


Character: 


Trigun fans can calm down; the original 
Trigun characters haven't changed a 
bit. Vash, the Insurance Girls, and Wolf- 
wood are all still great. They're still the 
hilarious over the top characters that 
we came to know and love through- 
out the series. In fact, even including 
the new characters, they're all likable, 
funny, and filled with personality. And 
that’s really all there is to say about the 
characters. They still retain all of Tri- 
gun’s lovable quirkiness that we love 
so very much. Although, Га also like to 
talk about the villain of the movie too, 
Gasback.With him, it’s a hit and miss. 
On the one hand, he is a great villain. 
He’s intimidating, well designed, and 
even has a lot of original aspects to him. 
But on the other, | feel like we didn’t 
see enough of him. In the middle of the 
movie, we go about 45 minutes barely 
see him, and when you do, it’s just him 
acting badass, and considering he plays 
a major part in the story, it would have 
been nice if we had some more scenes 
with him, so we could get to know him 
better. So for as far as characters are 
concerned, although | would have liked 
to see more of Gasback, the characters 
all retain the felling of fun, charm, and 
personality that the original series had. 


Characters: 9.510 





Sound 


That is the most subtle foreshadowing 
де seen in my life... 


As with any animated movie, there are 
two aspects to the sound. Voice acting, 
and music. 


For the record, the version | saw was the 
subbed version. So, obviously | have no 
complaints. The voice actors all do their 
jobs well to put emotion and humor into 
the characters. Plus, it’s hard for me to 
critique Japanese voice actors. Not be- 
ing Japanese, it’s hard to tell good ones 
from bad ones. 


Then there’s the music. It’s definitely 
Trigun, it has the same “Western meets 
Rock and Roll” sound to it as the show 
did, but overall, the music was very...... 
unmemorable. It was basically all just 
remixes of the original show's music, 
which although was great, was hind of 
disappointing. None of the music blew 
me away, or sucked me in, or made me 
go, “Oh man, this composer REALLY 
knows what he’s doing”. It was just, av- 
erage. 


So for sound, the music and voice acting 
gets the job done, but is unmemorable 


overall. 


Sound: 7.5/10 





Conclusion 


Trigun Badlands Rumble is a very well done movie. It stays true to the overall feel 
of the original show, combining humor, action, and drama, while at the same time 
bringing new things to the table, and creating that extra sense of scale. The char- 
acters, action, humor, drama, and everything overall, feels like the show, in all the 
best ways. It isn’t perfect though. We don’t see enough of the main villain, it lacks 
a sense of importance in the Trigun world, and the music is unmemorable. But in 
the end, it’s Trigun. 


The brilliant anime that makes you laugh and think at the same time is back, and 
it’s as good as ever. | promise you if you see it, you'll enjoy yourself more than you 
have in a while. It's not perfect, but it's close, and a blast to experience. 


\ قق‎ =Pros- | 


Stays true to show 






























Characters are still filled with 


ersonalit Р 
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A Great action 
A Great animation 
A Story has cool new conflicts 


A It's really freaking fun 


“y Cons- 
Pacing is a bit off 
Lackstsense of importance 
иптеп вые music 


Not enough of Gasback 


Final Score: 8.5/10 
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Well) everyone thanks for reading! 
АР, 


- a ж. 2 
= y Ld ص‎ ." 4 
(Iva some reallyjcoolistuff coming, 
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By gi Cyrax 
Illustration By Fredrin 


A “THANK YOU” TO THE COMMUNITY 


Га like to take this opportunity to thank each and every 
one of you, whether you're just a site visitor or a member 
of the ScrewAttach staff, for your undying support through 
my troubled times in Minot, North Dakota. 


ГІ never forget the day the sirens sounded for 10,000+ 
citizens, which spelled imminent doom and gloom for 
months, possibly even years to come. | thought | Rnew the 
pain and suffering that New Orleans, Joplin, and other 
areas that have been struck with disaster felt on their days. 
However, it's a totally different experience to see debris in 
your own hometown. 


| now know that pain that these people went through, and 
are still going through.While a flood is just that, a flood, 
| can’t imagine rebuilding after a hurricane or tornado 
disaster. Is some ways, we Minotans have it easy, but the 
fact remains in that we now understand how they feel as 
well. 


As foolish as it may seem, it takes someone to finally 
understand something terrible once it happens to them, 
and that is unfortunately what happened to me. To put 
this in perspective, lIl try to put into words how bad the 
disaster was along the Souris River basin: 


- In North Dakota’s recorded history, this was the worst 
flood since 1881, before N.D. joined the United States. 


-The river level was crested at a level of 1562.6 cfs. The river 
level is normally around 1500-1525 cfs. 


-At least 375 homes were considered unsalvageable and 
unrepairable according to the North Dakota National 
Guard. 


Just so | don't get the wrong impression from this 
column, | am in no way saying that the Katrina disaster 
is in comparison to the Souris River flood of 2011, as the 
hurricane’s after-effects were much worse for a lot of 
people than the situation along the Souris basin. 


Back to the point | wished to make, | cannot thank all of 
you enough. Never. 


It doesn't matter if you just kept me, my community, and 
my city in your prayers/thought;, or if you donated to the 
Mid-Dakota Chapter Red Cross or Ogden Newspapers 
PayPal fund. However you contributed was just enough to 
make me fell just how special this website is. It is the 915, the 
users of ScrewAttack.com, that make this website what it 
is. From beginning to now, this site is about all of you. 


With the support that we've shown each other from time 
to time, and with my recovery efforts as well, there is no 
way | can express my gratitude nor can | ever repay your 
debts. It’s very difficult for me to even hold back tears 
while writing this article. 


That's how special this community really is, and | am proud 
to say | am a part of this community. This means a lot to 
me and my friends and family. With everyone's help, | am 
proud to say that | am, have been, and will continue to be 
a gi for many, many days to come. 


Thank you. All of you. 


- Tanner “Cyrax” Larson 
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Daft Punk is an Electronic House band that is famous for quite a few things. First off, their image. They dress like robots. In 
concert, in movies, out at lunch, always robots. They do this, not only to add a sort of mystique to their concerts and have a 
visual aid for their music, but also because they have no interest in being celebrities. They just want to have normal lives, so 
they wear robot costumes in public appearances, and 
go out in public without the costumes, and no one even 
notices them. 


ж 


Also, even when they аге doing interviews and aren’t in 
costume, French entertainment journalism has the cour- 
tesy hide the faces every time Daft Punk is interviewed. 
So when they are in public, the only thing people have 
to identify them are old pictures of a blonde hid and 
“greasy Jesus”. 


Second, the performances. Have you ever seen two ro- 
bot DJs climb into a giant pyramid covered in LED lights, 
and play to you while the lights on the pyramid act out 
the music? If you say “yes”, then you've been to a Daft 
Punk show. If you “yes”, and you haven't been to a Daft 
Punk show, that’s bullshit, stop lying. Even videos of it 
are impressive, and it looks like everyone is having the 
coolest giant party. 


Then, we have the music. You have probably heard 
Daft Punk, and don’t even know it. Remember hit song 
“Stronger”? Yeah, that is just Daft Punk’s “Harder, Bet- 
ter, Faster, Stronger” with Kanye West’s face glued to 
it. You know that Internet meme “Buy it, Use it, Break 
it, Fix it..etc"? That is the Daft Punk song “Technologic”. 
You know the song “Around the World” that seems like 
it never ends? Daft punk. Robot Rock? Daft Punk. 





The soundtrack to Tron: Legacy? Also Daft Punk. Guy- 
Manuel de Homem Christo (Yes, | did remember that 
without having to look it up) and Thomas Bangalter have snuch their way into American pop-culture without us even real- 
izing it. They really have accomplished their mission of being famous without being celebrities. Some of the best songs are the 
ones that don't make me big (Digital Love, Something About Us, Teachers). Daft Punk also reinvents themselves a little with 
every album. 
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е” Homework - 


Homework takes a lot from 
house DJs of the time. The album 
employs heauy use of scratches, 
climbing loops added onto a per- 
sistent beat, and vocoded voices. 
This album (while containing the 
most songs) always felt a bit like 
an experiment. | felt Daft Punk 
were just mashing stuff together, 
and it happened to come out 
well by accident. This album has a 
glitchy feel (sort of like Dntel). The 
album is something that | never 
found to appealing till lately, 
though | still would rather listen 
to other albums by them. There 
а few tracks in here that keep me 
coming back (Da Funk, Around 
the World, and Teachers) but as a 
whole, not their best album. 





Discovery - 


Discovery is probably where you have heard the most Daft Punk from. This 
album contains some of the duo’s heaviest hitters (Harder, Better, Faster, 
Stronger, One More Time, Aerodynamic) and is a solid album. So solid, that 
they released an anime movie based on it. This album is pretty different in 
comparison to Homework. This album is much smoother to listen to, with a 
more synthesized feel. | feel this compliments the music nicely. Many fans of 
the duo's previous album were a bit disappointed by the change of pace in 
this album from the last, but Many people consider it the best of the origi- 
nal 3 albums. Another interesting praise is that this is the only album I’ve 
listened to where the appeal is that some of the songs sound like a porno 
soundtrack. It is definitely a club album. If you are a DJ, and want to play 
something that both the kids will enjoy, and won't make most of the old- 
sters leave, | recommend throwing in some songs from this album. 





Human After All - 


Okay, this album is very...unique, even for Daft Punk. | think Daft 
Punk was trying to find a medium between the very contrasting 
sounds of their earlier two albums. What came out was a mix of 
synth, rock, disco, and what the fuck. I’m not saying the album is 
bad, you just really wonder what the guys were thinking when 
they made it. Most of the songs are based on the repetition of one 
sample while slowly adding onto it and taking away from it as the 
song progresses. Some of the songs are more rock based (Robot 
Roch, Television rules the nation) and some more electronic based 
(Human After All, Prime Time of Your Life). Most fans of Daft 
Punk's earlier work don't like this album as it is much more religion 
based on has a much different feel than Discovery. | personally like 
the album, not on the same scale as Discovery, but still good. The 
duo already identified it as their favorite studio album, and many 
fans took back their hard words after they saw the concert, wish 
some said adds a greater appreciation to the music. 
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Alive 2007 - 
Dear every Electronic band ever, 


This is how you should do you concerts. Seriously...holy shit. In this 
album, Daft Punk takes everything that came from their first 3 
albums and shoves it together in a cluster fuck of awesome. There 
are so many good tracks on here, | mean, | can’t think of a bad 
one. | think this is the best live album I’ve ever heard. | think it is 
probably my favorite album by Daft Punk so far. Do you want 
to be Harder, Better, Fast, and Stronger Around the World? You 
can do that. 


Want to be Aerodynamic One More Time? You can do that. This 
album is 24/7 eargasm. This album proves that Daft Punk are the 
true masters of electronic music. | shit you not, | get chills every 
time | listen to this album. Hell, when | get my first gig as a DJ, | 
am starting with a song from this album. If you are trying to get 
into Daft Punk, but this album. Listen to this album. LIVE THIS 
ALBUM! (P.s. | was somewhat disappointed by the lack of “Digital 
Love" as it is probably my favorite song from them. Oh well, still 
an amazing album.) 





Tron: Legacy (Soundtrack) - 


Just so you know, | had to judge this album completely different. This 
soundtrack, so it is meant to fit the mood of the film, and it does a 
fucking spectacular job of it. | remember watching the movie in the- 
aters, and almost getting up to dance when Derezzed came on in the 
club scene. 


The album is a mix of a regular orchestral score, but with a bit of Daft 
Punk, electronic flair to it. So it isn’t a dance, club album like regular 
Daft Punk, but if you like movie scores, you won't be disappointed. 
It is a fucking amazing addition to the genre. | would probably rank 
it up there with the Lord of The Rings score. | know, “that is fucking 
impossible, Daft Punk is gay, blah blah blah”, well | think this might 
be the first time someone made an orchestral electronic hybrid score, 
and have it come out THIS WELL. It may not be as masterful as the 
Lord of the Rings score, but it gets a ton of points for being different, 
and in a good way. 





Conclusion - 
^These guys are amazing. | don't think anybody can dislike Daft Punk. | can honestly say these guys have really opened me 
up to the world of electronic music. Without them, l'd be all Pop-Punk and Indie Rock. Seriously, give these guys a try. They 


are the epitome of genre defining musicians, just like Elvis, or The Beatles. 


Well, until then, comment, Criticize, flame, whatever. Thanks for reading. 
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Hi all, and welcome to my entry for 
the current round of MisterBo's gl tour- 
nament. l'd like to start with a quick 
thanks for MisterBo himself, as I’m 
turning 20 in the following week, and 
nothing makes you feel younger again 
like pulling a Saturday all-nighter be- 
cause you completely forgot about that 
homework you haven’t done yet. 


Anyway, | actually have a direct goal 
to achieve in this entry, and Га like to 
explain it. See, despite having been 
a gamer for around 15 years now, I’m 
still far from achieving anything resem- 
bling an expertise, unless anyone wants 
to talk about GameCube games - and 
even then, my thoughts are limited to 
‘It’s great,’ or ‘It’s not bad,’ or ‘It’s ter- 
rible, and Га like to assign some blame. 


So let's start with an accusation - some 
game genres have crap names. 


m not saying some of them don't work, 
since First-Person Shooters are easily 
identifiable by being set from a First- 
Person perspective, and involving a va- 
riety of shooters. But let’s have a look 
at some of the others, shall we? First 
off, ‘Adventure’. That basically means 
‘Zelda-ish. Then we have Role Playing 
Games, or RPGs. If this actually meant 
‘playing a role in a game’, then Halo, 
Super Mario Galaxy, and any other 
game that featured a character you 
didn’t create would all be RPGs. Unof- 
ficially, the term describes something 
with an over world and turn-based 
battles, like Final Fantasy or Pokémon. 


So what's a Real-Time Strategy game? 
The game that instantly comes to mind 
is Age of Empires, but there has to be 
more! 
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inm is my ve in this tournament en- 
try. At the end of this, | want to be able 
to write a passage that defines the Real- 
Time Strategy genre. Not a Wikipedia 
summary, but a real, gamer’s definition, 
combined with my own interpretation, 
in order to tell you exactly what to ex- 
pect from a Real-Time Strategy game. 
Га like to point out that this really is ad- 
lib typing, so | have no idea what l'Il end 
up discovering - much like using Google 
Images without safe search. 


So ЇЇ start my research in the most bor- 
ing way possible - Word Analysis! What 
fun! 


Real-Time is one of those phrases like 
Role-Playing' that doesn't really de- 
fine anything. А game that takes place 
in actual time could be one of many 
games. If | don't move the controller 
for 4 seconds in real life, then Link/Ness/ 
Little Mac/Lloyd Irving/Jason Fly sure 
as hell isn’t moving for 4 seconds either. 
Plus, they probably just took damage 
(except Ness) due to the fact that their 
enemies have remained moving for this 
4 duration. It's safe 
to say that un- 
less you're play- 
ing a turn-based 
game, nearly all 
combat іп vid- 
eo games takes 
с place іп real- 
time. 





Strategy is a 
word used fre- 
quently to pro- 
" mote games 
' and make them 
sound intelligent, 


and a word used quite a lot by my boss 
at work, which causes problems by as- 
sociation. I’m supposed to be thinking 
of how to maximize attendance for a 
‘Safeguarding Children’ class, but since 
| was asked to approach the matter 
strategically, it's a safe bet that m now 
thinhing of Fire Emblem. That's what 
strategy is - having a plan, and in Fire 
Emblem games, a plan is demanded. 
You have to move each member of 
your army thinking in advance and 
considering what the enemy will do 
next turn. In gaming, strategy is the po- 
lar opposite of button-mashing. 


So if a game take place in real-time 
and it requires some strategy, you may 
begin to see why the genre title doesn’t 
disclose much. Many games, simple as 
they are, require an amount of strate- 
gy. If you’ve ever played ‘The Legend of 
Zelda’, you’ve come up with a strategy 
upon entering a room in a dungeon. 
That’s right, you clever little strategist, 
you! When you see a new level in Super 
Monkey Ball for the first time, you man- 
age to figure out exactly what you're 
going to do in the first few seconds, and 
you have a lot to take into account! 
Risk calculation. Possible bonuses. Time 
limits. Efficiency. 


So if the words alone don't tell you what 
hind of game you're getting into, it's 
time for some research. To the internet! 
Just because | wouldn’t be satisfied with 
Wikipedia’s definition of RTS doesn’t 
mean | don't want to see what they 
have to say on the matter. Let’s see 
what the internet dictionary has to say 
on the subject. "In an RTS, as in other 
war-games, the participants position 
and maneuver units and structures un- 











der their control to secure areas of the 
map and/or destroy their opponents’ 
assets. In a typical RTS, it is possible to 
create additional units and structures 
during the course of a game. This is 
generally limited by a requirement to 
expend accumulated resources. These 
resources are in turn garnered by con- 
trolling special points on the map and/ 
or possessing certain types of units and 
structures devoted to this purpose. More 
specifically, the typical game of the RTS 
genre features resource gathering, base 
building, in-game technological devel- 
opment and indirect control of units.” 


Long story short, they spelt Age of Em- 
pires wrong. 


Га like to point out that I’m not saying 
that Age of Empires is all there is to the 
RTS genre. Instead, I’m saying that it’s all 
there is that I’m familiar with from the 
genre. I’m fully aware of Dune ll, Com- 
mand & Conquer, Utopia and Star- 
Craft, and the progress they've made in 
the gaming industry, but if | were to go 
into more detail about them, it really 
would just be more re-phrasing from 
Wikipedia articles. 


Speaking of the games though, I’m a 
few thousand words into this, and al- 
though | like the angle | approached 
this question with, | have no trouble 
imagining people thinking, ‘Cyrax was 
5 games into his approach by now, 


ЛӨ ar SH 


апа Elmo is still talking about the title, 
which only he seems to have trouble 
understanding the meaning of, and | 
wouldn't blame anyone reading this (or 
most of my other stuff) if they were cur- 
rently thinhing - 


So let's finally talk about the games. 
After all, what better way is there to 
define the genre than seeing the games 
that make it up? Let's start with the one 
l'ue mentioned the most already, Age 
of Empires! 


Age of Empires is a series that brought 
the RTS genre to a much more main- 
stream light. The style of play was star- 
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tlingly different from current games of 
the era, and thanks to PCs, the graphics 
looRed beautiful. Gone was the focus 
on ending levels and beating bosses, 
because although these tasks were still 
required, you needed to work much 
harder to accomplish them, by expand- 
ing your base, raising an army, and 
keeping your workers bringing in a 
steady supply of food, wood, and gold. 


Stone was also required sometimes, 
and the spin-off series, Age of Mythol- 
ogy (which was received to critical ac- 
claim) also gave you a ‘Favor meter to 
fill, which added another aspect of col- 
lection to the game. Unless you played 
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as a Norse race, in which case getting 
favor just sucked due to being tied to 
combat. Even though all this collecting 
sounds pretty repetitive, it was part of 
the game's selling point; strategy that 
was unmatched by anything else at the 
time. 


Let's return to an example | gave ear- 
lier - let's look at the strategy required 
to go through a dungeon in Zelda. Well, 
you need to hill the enemies without 
hurting yourself, but be close enough 
that you can collect any items the en- 
emy drops when it dies. Then the room 
should be safe to explore, and you can 
focus on getting keys, rupees and heart 
pieces before figuring out how to move 
on to the next room. 


Age of Empires here. How much food 
do you have? Wood? Gold? Got some 
wood. What do you build? A house, to 
raise the population limit? A granary 
іп order to maximize food production? 
A barracks to train soldiers? Temple so 
you can advance to the next age be- 
fore your opponent? How about a nice 
defensive wall? Okay, forget the wood - 
just build a dock and some fishing ships 
with it. Now food production is even 
higher! 


Now, what to do with this bonus food? 
More villagers to gather resources? 
More soldiers? Spend the food on build- 
ing upgrades, or soldier upgrades? Do 
you have enough gold for that? Never 
mind, you got more villagers, but now 
the herd of pigs you were harvesting are 
gone. There are more pigs, but the lon- 
ger you leave them, the more meat you 
can get from them. Forage? Build some 
farms? What about these new villagers? 
Where are they anyway? Whoops need 
to build more houses for them! 


Right, things have finally been straight- 
ened out, and you’ve got a good team 
of villagers and soldiers, both ready for 
action. How do you go about attack- 
ing? Head on? Siege weapons? Cav- 
alry? How about using a transport ship 
for a surprise attack? But if the trans- 
port goes down before it lands, all the 
troops are gone. Which buildings do | 
attack first, the Town Center for a vic- 
tory, or the guard towers firing on my 
troops? How do | start the batt- OH 
NO РМ BEING ATTACKED!!! There are 
many ways to fight a computer oppo- 
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nent and win, but to fight a computer 
opponent on so many levels and still 
win is a completely different experience. 
A number passed around on the inter- 
net is 318,979,564,000. Know it? It’s the 
number of ways you can play the first 4 
moves of a chess game! Now, multiply 
that number by 624. That’s the number 
of ways you can play the first minute of 
a map of Age of Empires 


At a bare minimum, each map has 
the player gathering, exploring, build- 
ing, upgrading, defending, and attack- 
ing. That's a lot for just one person to 
do, but surprisingly, an idea so compli- 
cated for the time seemed to catch on 


rather quickly - possibly because with so 
much to do, there wasn't any time for 
the player to get bored. Still, in another 
game focused on building and upgrad- 
ing (Master of Olympus: Zeus,) there's 
a reason one of the random pieces of 
background noise when your city is 
bustling is You can learn more about 
someone in an hour of play than you 
can in years of conversation. 


Each sequel seems to add even more to 
the games, especially Age of Mythology, 
where the God Powers and Mythical 
Units can completely change the tide 
of battle, even the minor ones. Your 
defense may be good, but your op- 














ponent just used ‘Ceasefire’ in order to 
stop any units from attaching each oth- 
er for a minute, and waltzed his entire 
army right up your Town Center. | hope 
you've got a Lightning Storm prepared. 


Anyway, aside from Age of Empires, 
there are still many RTS games and 
series. Some are well-known, like Halo 
Wars, and others less so, such as Yu-gi- 
oh: The Falsebound Kingdom, a game 
with a map screen that heavily draws 
from earlier RTS titles. Plus, there's - 
WAIT. There must have been a mistake. 
| was searching for more games, and 
according to several sources, a certain 
game was given the label of ‘Real-Time 
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Strategy”, even though it obviously isn't. 
How strange, it fits in the genre accord- 
ing to both Wikipedia and TVTropes. 
But still, there’s no way it could... 

















Erm... 
What? This is... l... 
>» Time Strategy; A 





e 


Honestly, I’m not seeing the links, but 
that's exactly why | wanted to discuss 
this one as well. Pikmin, according to 
everyone else, is a Real-Time Strategy 
game. Well, let's give it a shot! 


| can see the resemblance when it comes 
to deciding which kind of units you 





need and creating them, and a good 
deal of exploration and combat comes 
into it too, but with no upgrade: to be 
gained except for parts of your ship, no 
buildings to be built, no specific areas 
to defend, and no enemies that actu- 
ally make an effort to seek you out and 
defeat you. It barely even matches the 
Wikipedia description! 


| can definitely see a lot of decisions you 
need to take into account, given that 
each part of the game holds unknown 
areas, meaning that for every second of 
exploration, you're taking in new infor- 
mation and incorporating it into your 
plans. Then again, the same could be 
said about Tetris, and Tetris is hardly 
Real-Time Strategy. 


| can see the strategy in this game, and 
| suppose it does take place in real-time 
(albeit at an advanced rate of 13 min- 
utes = 1 day) but it doesn't really seem 
like any other game in the entire genre. 
Then again, the one thing that’s con- 
vincing me that it doesn’t need to be 
placed somewhere else is that | have 
no idea which genre it would be in. It 
could be an adventure, but there's not 
really enough variety. It's not an RPG, 
definitely not a shooter... it's definitely a 
strategy game, and there's no arguing 
about that, but the behavior of the en- 
emies, and the strict time limit, both dif- 
fering from games like Age of Empires, 
have made me hesitant to see how they 
both belong in the same field. 


Then again, there are one or two timed 
missions in Age of Empires games, and 
sometimes the enemies don’t make 
an effort to chase you, so there are still 
many similarities. 


Now that we've handled the well- 
known games, let’s put things on a per- 
sonal note. We've just had a Real-Time 
Strategy game that l'm not sure should 
have the title, so now let's move onto 


a game uhich isn't Real-Time Strategy 
that | think should! 


Enter the city-building games! 


| wouldn't say Pm attached to these 
sorts of games, but... wait, yes | would. | 
completely would! If it wasn’t for Com- 
mander Keen 4, these games would be 
all | ever played as a child! There were 
3 of them; Caesar Ill pictured, Pharaoh, 
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with an expansion In O 
Queen of the Nile, and the aforemen- 
tioned Master of Olympus: Zeus. 


| also cannot recommend these games 
enough, and not just because they’re 
orgasms of nostalgia to me. They also 
took place іп continuous real-time, and 
much like Age of Empires; they tasked 
you with building a city. The difference 
here was that the city was your primary 
focus. You didn’t have to attack any- 
one, although you occasionally defend- 
ed yourself from invading armies (and 
on one occasion, Hannibal,) your goal 
was always to raise your population 
by making your city a more desirable 
place to live. You accomplished this by 
providing your houses with a variety of 
goods, and also providing them with 
access to various facilities. The houses 
you can see in the picture have already 
been provided with water, food, reli- 
gion, entertainment, healthcare and 
education. They have yet to be provid- 
ed with pottery, furniture, wine, more 
entertainment and education, and ac- 
cess to a Hippodrome. 


Combat plays a much smaller role in 
these games, which isn't bad, consid- 
ering the bad guys would wrech that 
lovely city of yours. In Pharaoh, the 
combat is downright bad, and in Master 
of Olympus, you're even given the op- 
tion of paying off your attackers, which 
is frequently the best choice to make. 
Caesar Ill is probably the game with the 
biggest focus on combat, which is odd, 
given that you can only create three 
kinds of troops; Javelin Throwers, Cav- 





alry, and Legionnaires. Still, this is no- 
table because the only characters you 
have direct control over in these games 
are the military units. Very different 
compared to most Real-Time Strategy 
Games. 


Much like Age of Empires and the like, 
these games require you to be think- 
ing of about 35 things at once, with one 
main difference. When you pay for an 
upgrade in Age of Empires, you keep 
it, at least until the next level. Logi- 
cally, this does not apply to the houses 
in Caesar Ill. Imagine that, instead of 
requiring a payment of goods for the 
upgrade, you had to constantly provide 
a small stream of food, wood, and gold. 
Now imagine that one of these streams 
stops. The upgrade is gone, and you're 
screwed because it has such negative 
effects on everything else that unless 
you can get it back quickly, you'll need 
a complete overhaul of resources just to 
climb bach to where you started! 


That's what these city-building games 
are like. A few months (aka, minutes) 
without a librarian passing by, and sud- 
denly your grand insulate has devolved 
all the way into a large hovel, expelling 
a population of 136, 34 of whom were 
workers. That's more than the entire 
staff of a Coliseum, and with that gone, 
say goodbye to an efficient pottery in- 
dustry! Quick, reassign workers using 
the employment page on your ad- 
viser's section, but be wary not to take 
them from something more important, 
like waterworks or agriculture! Trade 
also plays a much bigger part in these 











games, as it’s the 
only way you have 
of making money, 
which replaces 
food, wood and 
gold as the primary earnings of the al- 
mighty creator, you. Having played the 
game for almost 16 years, | still have to 
get the Emperor to bail me out before 
т able to establish a good trade route. 
But go into debt after he bails you out 
once, and he gets mad. Sometimes he 
actually gets mad enough to invade 
you himself, and his respect for you is 
greatly increased if you manage to de- 
feat his own personal army. This game is 
full of little things like that which add to 
the replay value. Plus, the entire city is 
full of citizens, each with their own voice 
actor, willing to voice their opinions on 
anything you're doing. 


Plus, although some affection towards 
this game is due to the fact that in ev- 
ery history lesson in primary school, | was 
freakin’ untouchable, these games pro- 
duce the most aesthetically beautiful 
game screenshots to me, and probably 
me only. Such a mixture of pride and 
wonder, as you look upon the location 
you sculpted yourself, and | honestly be- 
lieve it should be included, as to me, it’s 
a Real-Time Strategy game. 


Alright, that’s enough. I’ve tried to 
define the genre, checked several ex- 
amples, and tl:dr’ed a few readers to 
death. Personal experiences, childhood 
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SE the time has come. This is my 
interpretation of the Real-Time Strat- 
egy genre. Here goes!!! 


The Real-Time Strategy genre... is the 
perfect kind of game to play for those 
who have trouble switching off their 
brains. Each game requires constant 
adjustment, with no time for relaxation, 
and an unstoppable flow of new infor- 
mation, always forcing you to change. 
There are always so many things to 
keep track of that it’s impossible to 
go into autopilot. Sometimes you'll 
feel like a warlord leading troops into 
battle. Other times, you'll feel like an 
overworked babysitter trying to protect 
their children. Nonetheless, although my 
love for games doesn't reach the level 
of those who can freely attribute real- 
life strengths to video games, | have no 
problem stating that | believe that Re- 
al-Time Strategy games can teach and 
enhance multitasking. 


What sets the genre apart from others is 
the level of dedication required to suc- 
ceed. Multitasking isn't easy under the 
best of circumstances, but when you're 
under attack? When you have limited 
time to succeed? When the economy 
you singlehandedly set up is crumbling? 
You may be able to win other games 
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by trial nd error, but Real-Time Strat- 
egy refuses this. You have to improve to 
continue. Luck rarely enters into it. 


The reason to keep playing despite this 
is that the reward is equal to the effort. 
We’ve all felt proud of gaming achieve- 
ments, whether it’s perfecting a run on 
Guitar Hero, or finally finishing ‘That 
One Level’ of a platformer, but when 
you look back on that achievement, it 
cannot compare to the memory a Real- 
Time Strategy game can give you. Your 
plans. Your people. Your army. Your 
city. Everyone plays games differently, 
but visually, the results are normally the 
same. In no other gaming experience 
can you look this closely upon what 
you've done and think, honestly, “This 
is unique. Nobody has ever done this 
before. Nobody else went around ac- 
complishing their goals in the exact way 
that | did. | made this. This is mine. This 
is me.” 


That is my interpretation of the Real- 
Time Strategy genre, and its impor- 
tance in gaming. | hope you found this 
interesting, and as always... 


Thanks for reading! 


-Elmo 3000 
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No | haven’t forgotten, it’s been over 
two weeks since | pleaded with readers 
for suggestions towards my next review. 
After sifting through the whole TWO re- 
sponses, l'ue decided to go with the first. 
Thanks to the two people who actually 
wrote in with great responses, every- 
one else can go to hell. Just kidding, but 
anyways, the movie l'ue decided to re- 
view is Paprika. 


This flick comes to us from the studio 
Madhouse and the master director, the 
late Satoshi Kon. | have mentioned in 
the past that | am a HUGE 
Satoshi Kon fan. The man 
only directed 4 films and1 TV 
series in his life (with one post- 
humous project being finished 
by his colleagues and com- | 
ing soon) but he has NEVER 

failed. | 


All of his movies are works of 
absolute genius that | could 
watch and rewatch a million 
times and never get sick of. 
l'm not going to beat around 
the bush, but Paprika is eas- 
ily his worst film. What about 
Paprika makes it the worst 
work of the legendary ani- 
mation director Satoshi Kon? 
Well, read оп and you'll find 
out if the worst worh of a 
great director still manages 
to be any good. 


Paprika takes place in a fictional world 
where scientists have created machines 
to better help with psychotherapy. 
These machines, dubbed DC Minis, are 
devices that allow the user to enter 
another's dreams so as to... Wait just a 
minute! They're ripping off Inception! 
It’s so blatant too, | mean the devices 
even hind of look like the ones from 
Incep... What's that? This came out in 
2006? Nearly 4 years before Inception? 


Well, guess who's ripping off whom? 
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Alright, that’s a little unfair, both films 
use the dream concept in completely 
different ways (dream spies vs. dream 
therapists) and Christopher Nolan even 
acknowledged Paprika as a source of 
inspiration for Inception, so no harm 
done there. 


As for what Paprika does with the con- 
cept, honestly a whole lot more than 
Inception. It has the whole theft of in- 
formation thing too, but the dreams 
seem to cross over into the real world 
too. People do irrational things, almost 
killing themselves in some 
cases and it all culminates in 
a big spectacle near the end 
that | won’t spoil, but | will 
say, it’s one of the few things 
that Inception didn’t do that 
| expected it to do. The main 
character of Paprika is inter- 
esting in the sense that she is 
dream exclusive. She is actu- 
ally the alter ego of one of the 
scientists, who she employs 
for all of her dream therapy. 
RAE There are times when it seems 
| that Paprika is acting inde- 
E pendently of her user, so it will 
f take some time to piece it all 
ИЙ together. 


There is also a detective with 
a mysterious past that will 
get revealed gradually as the 
flm goes on. The way they 
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develop his character through dreams is 
very creative and the payoff of his sub- 
plot is great. On the whole, the story seems 
straightforward at first, wait, who | am 
kidding, it doesn’t. The story starts off sort 
of complicated and then continues to get 
even more complicated as it goes on. By 
the end, once everything was revealed, | 
could understand what was going on (for 
the most part), but it leaves you in the 
dark about a lot of things along the way. 
Some may either see this as a good or bad 
thing, you may be glad that it’s a bit cryp- 
tic and confusing at first, or it may annoy 
you to no end. Granted, Inception had this 
too, but if you paid close attention to In- 
ception, you'd figure everything out, here, 
there were things that | still didn’t under- 
stand by the end. 


Pm sure that if | rewatched it yet again, l'd 
be able to understand every little detail, 
but the movie still is a bit confusing. On the 
whole though, the film is paced pretty well, 
the way that they use the dream concept 
is really creative and the characters are all 
liRable and interesting to learn about. It's 
a solid plot that may leave some confused 
for a while. 


Voice Acting 


Il admit, while in other reviews lve ei- 
ther listened to both language tracks or 
listened to one and sampled the other, l'ue 
only seen Paprika in its native Japanese. 
This is because despite its extremely low 
price and how it's easy to find, Paprika is 
the only Satoshi Kon movie | don’t own. 
l'ue seen it on Netflix and they only had 
the subbed version, | haven’t heard a sin- 
gle line of dialogue from the English dub. 
The Japanese is very good (this is a theatri- 
cal production and not a TV series keep 
in mind) and all the characters are done 
well. Although | haven’t seen the dub, it 
wasn’t dubbed by some small anime stu- 
dio as Paprika was distributed by Sony 
Pictures Entertainment. Although | don’t 
recognize many of the voice actors (al- 
though I’m pretty sure the guy who plays 
the fat scientist has done a lot of roles) the 
track record of these famous production 
studios in dubbing anime is very well. For 
example, Osamu Tezuka’s Metropolis was 
distributed by Tri Star. Its dub consists of 
voice actors that | don’t recognize, | think 
they’ve had small roles in some series, but | 
wouldn’t know that just from their voice or 
name. Despite this, Metropolis is one of the 
best dubbed anime films I’ve ever seen, so 


’m sure Paprika’s dub is at the very least, 
serviceable. 


Not much more to say, the film sounds 
great in its native language and although 
| haven’t seen the dub, I’m sure it will sat- 
isfy those who prefer the English dialogue. 
It’s just a matter of preference | guess. 


Artwork and Animation 


Whoa... I’m at a loss for words here. Тһе 
amount of imagination at work here is 
absolutely astounding. The artwork and 
animation in Paprika may just be some of 
the best ve ever seen. They use this dream 
concept for all its worth, pumping out in- 
stances of beautiful, surreal, disturbing 
and all around weird imagery. This is all 
rendered with the absolute peak of ani- 
mation for the time, delivering an experi- 
ence like no other. | couldn’t even begin to 
describe to you all of the creative, unreal 
and ridiculous moments in this film. They 
do things with animation | didn't know 
were possible. 


While the story and acting are already sol- 
id, | would recommend you see this movie 
on the creativity of its animation alone, 
euen if it failed in its other aspects. It's truly 
a feast for the eyes that persists until the 
conclusion. A++ 


Conclusion 


l'ue stated that Paprika is Satoshi Kon's 
weakest work, well that’s only because 
his other films are that good because Pa- 
prika is still a top notch animated feature. 
The story is good but a little confusing, the 
voice acting is top notch and the amount 
of creativity and imagination in the art- 
work and animation warrants a viewing 
all in itself. It’s an exceptional film that just 
barely misses the mark of Kon’s other fea- 
tures. 


1 give Paprika з and a half wondrous 
dream parades out of 4 


Well, for my next review I’m going to try 
the suggestion thing again. But this time, 
Im going to be a bit more specific with the 
kind of topic I’m looking for. Hopefully this 
will bring in more suggestions, but maybe 
not. ЇЇ put up a blog with the criteria in 
a bit, but here’s a little hint at what I’m 
looking for. 


Next Time: | WANT FILTH!!! 
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worst and the awesomeness 
of the MLP fanbase, keep 
an open mind (even if you 
haven’t seen the series) and 
realize that maybe the pers- 
pective of this 97% could be be- 
cause of the different contact 
both had, either good orsbad, 
with the fanbase of the series. 
In my personal opinion the 
MLP fanbase is just 

like the (01 commu- 

nity: Respectful, 

Solidary and 

United and just 

like the 91 com- 

munity it has its 

bad apples. 

















So for now enjoy 

these articles and 
see the two sides 
of the coin behind 
the My Little Pony: 
Friendship is Magic 
TV Series. 
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The Brony Infection: 
An Analysis 


If you've recently ventured into the dregs 
of the intarwebz, then you’ve probably 
noticed that its users have once again 
latched onto a seemingly random and 
completely ridiculous meme, however 
this new craze is very unique, because 
it isn’t necessarily new. Or obscure. Or 
aimed at people above the age of 7. 
Of course I’m talking about My Little 
Pony: Friendship is Magic, the latest 
attempt by Hasbro to coerce prepu- 
bescent girls into purchasing their MLP 
toys, yet strangely enough the Internet, 
or more appropriately, its majority, 15- 
30 year old men decided that this series 
is equal in greatness to the original Twi- 
light Zone, with humor of the highest 
caliber because not all of it is reserved 
for young girls. And what you know, 
more and more men everyday is agree- 
ing with this. 


Now, seeing as | was born with two tes- 
ticles, a healthy amount of testosterone, 
lust for women and a hatred of Rosie 
O'Donnell, | have always strayed from 
shows, toys, clothing, and various other 
paraphernalia aimed at young girls, 
teenage girls, and woman. | chose the 
toy section that wasn’t draped in shades 
of pink, and preferred the company of 
mechanical men who changed into ve- 
hicles, soldiers armed to the teeth with 
microscopic weapons, of course, blood- 
thirsty creatures that had somehow sur- 
vived the Cretaceous era to dine on hu- 
man flesh. The thought of playing with 
toys aimed at the opposite sex always 
sickened, considering dead doll eyes al- 
ways disturbed me, artificial (or possibly 
even real) hair always made me un- 
comfortable, and Barbie's never came 
with assault rifles. | will admit thought 
that one day | did in fact play with 
Barbies. | hadn't even reached an age 
of double digits, and was residing in a 
baby-sitter’s house, which had a young 
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> Good, but no ponies, so there’s that... 


daughter my age. She naturally had 
a large amount Barbies, and one day, 
when | forgot to bring my toy soldiers 
to engage in another tabletop skirmish, 
| found myself sitting the in the girl’s 
room, alone, filled with the thoughts of 
a prepubescent boy. First thing’s first, 
| was an early bloomer, so | undressed 
the Barbie. | looked at her bare plastic 
unmentionables, felt a slight flutter in 
“the loins” and proceeded to smack Ken 
into Barbie in a manner most foul. Then 
| dressed the girl again, threw them vio- 
lently into their dream house and left to 
go do what it is 9 year old boys do after 
having a confusing sexual moment. 


This forever cemented my opposition 
toys aimed at girls, and | would forever 
grow a hatred for Barbie, Polly Pock- 
et, and whatever other vile trash was 
created for the sole purpose of imitat- 


ZONE 


ing an action that was glorified to such 
an extent that when a girl would most 
likely encounter it in real life, it would 
most likely destroy their childhood, І.Е: 
caring for a baby, coohing, and in this 
case, owning a large live animal, that 
in real life, would simply defecate con- 
stantly and bite the shit out of you, be- 
cause lm sorry, but that’s what ponies 
fucking do. 


But MLP would always hold a special 
place in my heart; ld probably place 
it in the shunt (The hole. In my heart. 
| have a hole in my FUCKING HEART. 
Which | believe makes me a category 2 
Badass.) Part of it was because of the in- 
sufferable theme song that played dur- 
ing commercials, which | always dread- 
ed encountering after my 12 minutes of 
animated hijinks/carnage, and part of it 
was because of their downright unusual 
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appearance. Original MLP’s had mas- 
sive skulls, little eyes, and short, stubby 
legs, making them as disproportionate 
as Jessica Rabbit, and | believe that here 
lies their new-found success. Previously, 
MLP’s pony design was overly cute, 
as it still is now, but their approach to 
cuteness was flawed in that they tried 
to make their ponies look both realistic 
and cute, and in case you didn't know, 
real ponies look fucking ugly. Well, at 
least from a facial standpoint, as I’m 
sure you could say they are beautiful, 
majestic animals. But as i was saying, 
from a facial standpoint, horses aren’t 
exactly lookers, considering their large 
noses that give their faces a creepy, 
elongated look (look at a horse directly 
in the face, it's not a pleasant sight) and 
this is why the original MLP's only ap- 
pealed to a certain demographic. 


Now, let’s take a look at one of the 
faces of the new ponies. What do you 
notice about the face that’s much dif- 
ferent from their original counterparts? 
Well for starters, THEY’RE ROUND. This 
already gives them a drastically dif- 
ferent appearance than a real pony. 
Plus, their noses are much smaller, and 
even a little curved. Finally, there are 
the eyes, those giant, expressive eyes. 
All together, the faces look nothing like 
ponies, and instead seem more human, 
and considering they're called “ponies” 
you could easily make the connection 
that they look more like little girls than 
ponies. 


Honestly, the only thing holding their 
human appearance back are the ears, 
and considering their large manes they 
are barely noticeable. Then theirs that 
fact that they constantly perform ac- 
tions that no ordinary horse would be 
physically able to perform. They con- 
stantly stand on their hind legs for ex- 
tended periods of time, or do things 
no horse should be able to do, such as 
cooking, making clothes, lassoing shit, 
oh, and how could | forget, RIDING A 
SCOOTER, because when i think horses, 
i think riding scooters, clearly. Finally, 
theirs the fact that they wear clothes 
many times, but don’t worry they still 
spend the majority if their time but-ASS 
naked, except for the one that wears а 
FITTING cowboy hat (cause role-playing is hot, 
IN CAN BE AMIRITE?). No. That is not correct. Not 
with ponies. Sicko. 









156 47 os 


“. 
> Iti evo cro ell agree ИБ ® the ment tenting Ging evar aaa, 


But as i was saying, you add alll of these 
very human features up, and are it 
any wonder that so many people who 
watch this show are adolescent men? 


And let’s face it, there are already 
many shows featuring young girls that 
many men watch, and dear god let’s 
not even touch on the massive amount 
of lolicon, seeing as i don’t want to go to 
jail for even attempting to research this 
stuff (Oh, and | have а moral standard, 
theirs that too. And for all those who 
will no doubt scream that | am merely 
jumping to conclusions that only a per- 





vert would make, you cannot doubt 
that there is a massive amount of 
artwork that even Ron Jeremy would 
find a little fucked up, and while i 
don’t care to check, l'm pretty sure 
that there isn’t much of that based on 
the classic MLPonies. 


Along with that, there аге many bronies 
who have confessed their love or affec- 
tion (or just plain desire to deflower) of 
specific ponies. My point, it’s a pretty big 
coincidence that these young female 
ponies have so many human character- 
istics, and so many adult (and teenage) 
male fans, and let’s face it, this 
obsession is not unlike female 
fans of twilight. 


And yes, | know there are ad- 
olescent female fans, but they 
are currently unimportant in 
this analysis, so ‘EFF ‘EM! 


But, because т an open 
minded individual who gives 
everyone a chance (BTW, you 
guys are fuckin' weird), | de- 
cided to try watching some 
episodes and see if this new 
toy advertisement! TV show 
was as amazing as a second 
season of firefly would be. 
And you know what? It was 
average. That's it. It’s a de- 
cent show aimed at little girls. 
You’ve got your predictable 
and unoriginal plot lines per 
episode: 


GAL A POSITIVE SHOW. WITH сооб! MORALS! CAUSE, 
AVIKNOW, THATISINEVER EXISTED! AT [EAST NOT: WITH PONIES! 





Ex 1: OMG, this character has a lot of 
work to do and they won't accept their 
friends help, | WONDER HOW THIS 
MASTERPIECE OF INTELLIGENT AND 
COMPLEX STORYTELLING WILL PLAY 
OUT? 


Ex 2: GASP, this character is living their 
best friend’s dream of modeling and 
hates it, and their best friend is incredibly 
jealous, HOW COULD THIS CONFLICT 
OF AWESOME PROPORTIONS EVER 
RESOLVE ITSELF WITHOUT MASS 
CHAOS AND MISUNDERSTANDING. 


Ex 3: GADZOOKS, All the characters are 
looking forward to a specific day, ex- 
pecting their dreams to come true, and 
things aren’t playing out as planned, 
WHO COULD HAVE SEEN THIS TWIST 
COMING-Oh yea, this is a show about 
little ponies dancing and singing about 
friendship, not a fucking Greek tragedy. 


Then, we have the characters: There's 
the quiet shy one, one obsesses with 
looks, bookworm, athlete, crackhead- 
MOVING OO0O000000N! So yes, you 
have your generic “girl” characters, | 
know, deep stuff, but there is one posi- 
tive here, the characters are all pretty 
likeable, and the voice acting is great, 
and finally, the songs are all pretty 
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catchy (especially when sung by a deep 
baritone black man’s voice) and i regret 
to say I’ve listened to the Equestria Girls 
song many times, but hey, | can appre- 
ciate catchy music, or rather be con- 
sumed by it, and for some reason, | hate 
the Katy Perry version. 


Finally, there’s the animation, and | 
have to admit, this is definitely the 
best part of FIM. Normally, | absolutely 
HATE flash animated shows, hell it ru- 
ined Johnny Test for me, but MLP looks 
fantastic. Bright colors, fluid charac- 
ter movements, and when | first saw a 
sonic rainboom, | thought “That’s that 
stupidest thing I’ve ever seen, but man 
does it look awesome”. 


Honestly, the only reason | continued to 
watch this show after one episode was 
because of just how fantastic the anima- 
tion was, and while | can’t appreciate 
Kindergarten morals on friendship see- 
ing as friendships are never as they ap- 
pear on TV, | can appreciate gorgeous 
visuals. But going back to the morals, 
Гое seen many bronies stating that they 
love the show because of its innocence 
and lack of pessimism and dark or 
dreary themes. Honestly, if that’s what 
you want, Sesame Street has been on 
the air for how many years? 
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So yea, FIM is a decent kid’s show with 
pretty visuals and catchy songs, that’s 
about it. Honestly, while | watched the 
show | just found myself predicting the 
answers to each conflict in the first 2 
minutes and groaning at the abomina- 
tions that passed for humor: characters 
saying another pony was as stubborn 
as a mule, then turning to her left and 
saying no offense to an actual mule. 
Wow. Richard Pryor, George Carlin and 
Jerry Lewis all together couldn’t write a 
funnier joke, AMIRITE? 


Again, no. Wrong. | hate you all. 


BUT (and that's probably my 5th “but”) 
as much as | did not enjoy watching the 
show, | did notice something unusual 
when | was done watching enough 
episodes to write this analysis. After a 
little while, | felt the desire to continue 
watching the show despite the fact that 
| knewthat | wouldn't find it both enjoy- 
able and engaging. This was a sensation 
| had never experienced before, at least 
not for a television show, a subconscious 
addiction despite my better judgment. 
And | didn't want to continue watching 
because | needed to know if Fluttershy 
would continue being a massive pussy 
(Seriously, wtf is a Fluttershy? (SPOILER 
ALERT: she does)) or because | couldn't 
get enough of the comedic genius pre- 
sented (I won't put another example 
because | still need to retain some shred 
of sanity) honestly, 


| just wanted to see ridiculously cute 
ponies prance around for 20 minutes, 
and | didn't know why. Maybe the cre- 
ators really were able to reach a certain 
cuteness nirvana that almost no one 


could resist, but if this was the reason | 


why the show had so many male fans, 
than why is everyone acting as if 
the show is amazing and 
the best thing currently on 
ТУ, Ри sorry but that honor 
belongs to Breaking Bad (Je- . 
sus, did you see that last epi- /„@й 
sode? Give Aaron Paul the A Р: 
goddamn Emmy already! 

(Man | fucking LOVE pa- 

renthesis!)) Needless to say 
watching the entire 2 seasons 
of MEGAS XLR (don't worry, we'll 
get back to that later) reminded me 
that | am a MAN. It’s got great vi- 
suals going for it, but that’s it, and 
this helps me move onto my next 
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topic, the actual “bronies”. If there's one 
thing that ruins a great thing, whether 
it be a movie, comic book series, video 
game, or great TV show (and again, 
FIM does not fill into that category) 
it’s got to be the rabid fanbases. Na- 
rutards, bronies, X-Bots, they ruin it for 
everyone whether it be because of their 
arrogance, stupidity, close-mindedness 
or just plain disturbing obsession with 
said topic (for bronies, take your pick). 
Truthfully, Га be fine just watching re- 
runs of this accursed and addicting TV 
series while playing Nazi Zombies, and 
just say | watch it because the great vi- 
suals are nice to look at and yes it's a 
guilty pleasure (although the pleasure 
aspect is severely limiting and falls more 
into need than enjoyment) but it's you 
fucking bronies that make this impos- 
sible. You seem to wear it as a badge of 
honor, yet you fail to realize that most 
of the internet despises you. 


But before | just go into raging at you 
bastards for the rest of this essay, let me 
just analyze the different aspects of bro- 
nies that bring out all this hatred. 


MLP FIM IS THE BEST CARTOON EVER 


Christ. Just-Jesus fucking Christ. No. 
Wrong. Wrooooong. So much fucking 
wrong. As | said, it's a decent kid’s show. 
That's it. It’s no Tom and Jerry, Looney 
Tunes, or Ed, Edd п’ Eddy. And while yes, 
| understand it’s all a matter of opinion, 
these people (and god do | hesitate to 
even call them that) seem to believe 
that their opinion is fucking fact. Nor- 
mally | would just say hey, to each their 


Vee-Haw pervert 
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own, but when you go around saying 
that it’s amazing and that everyone 
who doesn’t agree with you is in either 
denial, or just a troll, you seriously need 
to go fuck yourself. 


Now here's the thing, | understand that 
there are some bronies that are normal 
people who don’t raid toys r us’ girls 
section, who find the show enjoyable 
and that’s it. Some of them even find 
the show flawed but still enjoyable, and 
that’s fine. | love Looney tunes, but | can 
also admit that some of their cartoons 
were pretty damn racist. And while it’s 
still pretty gay to like a girl’s show, mas- 
culine men do feminine things all the 
time. Patrick Swayze was really into 
ballet, and while ballet is pretty funny, 
it still makes you stronger, flexible, and 
helps tremendously with balance (and 
you better believe Patrick Swayze beat 
the shit out of kids who made fun of him 
when he was younger). So with that 
said, | can accept men finding these po- 
nies adorable, but there are limits that 
you must abide, because dressing up as 
one of these ponies is just plain creepy. 
So to all these normal bronies, | ask you, 
make your presence be known and 
save your disturbing fan base before it 
becomes one of the most hated groups 
on the internet behind Justin Bieber 
fans. 


Now, returning back to the inane belief 
that FIM is the second coming of Jesus, 
| have this retort. There was this little 
show that debuted іп 2005 and lasted 
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for just 2 seasons. 
It was an amazing 
piece of animation, 
with hilarious jokes, 
most of which were 
aimed at the exact 
age of most bronies, 
including references 
to Evil Dead 2. Yes. 
Evil Dead 2. By that 
| mean it had Bruce 
fucking Campbell 
playing a MODOK 
looking little fucker 
(yes, giant head for 
a body with little 
arms and legs in a 
flying suit) named 
Magnanimous. And 
he piloted a giant 
mech that looked 
like Elvis (Yea, Bub- 
ba Ho-tep, remember that movie? No? 
*SLAP*) with a chainsaw for one arm 
and a giant shotgun in the other hand. 
This show was MEGAS XLR, and it was 
pure awesomeness. If i haven't already 
sold you yet, which would means you 
don’t like Evil Dead 2, then | have no 
hope for you, but let me continue. 


It was about a fat badass gamer named 
Coop who lived in New Jersey and 
fought giant monsters and aliens in his 
giant blue mech with a fuching car for 
head, and he controlled it with many 
game controllers, one of which looked 
liRe a genesis controller. Each episode 
was hilarious, had incredible action, and 
made me happy in my pants. 


The 4th episode still makes me cry from 
laughter every time | watch it, and you 
SONS OF BITCHES LET IT DIE! YOU 
ENSURE PONIES LIVE FOREVER BUT 
GOD FORBID A SHOW WITH ORICI- 
NALITY LIVES FOR MORE THAN 2 SEA- 
SONS! | HATE YOU HUMANITY! | HATE 
YOU INTERNET! | HATE YOU WORLD! 
AAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAA 
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m sorry. | just spent the last 3 hours ter- 
rorizing everyone in the girls section of 
a Toys ‘R’ Us with a machete while cov- 
ered in blue paint and screaming the 
theme song to XLR. People died. The 
police will arrive shortly. | should prob- 
ably finish this essay soon. 


So yea. Bronies. Fuck. So let’s analyze 
one last aspect about them, or bet- 
ter yet, criticize them. Most of these 
people can't seem to understand that 
there are some people who just don't 
like anything about this show. As | said 
before, they scream troll and treat the 
person as if they're in denial. Why? Is 
it so hard to believe that some people 
just don't like what you like? | know, | 
know, | just went maniacal because not 
enough people supported one of my 
favorite shows, but | wasn’t asking that 
everyone loves XLR, just wondering 
why it had no support. I’m sure that as 
many people who love a show will hate 
a show as well, but there's got to be at 
least a shred of fandom for something 
that clearly deserves it. But if you love a 
show that's just mediocre, you shouldn't 
act like an arrogant cunt to everyone 
who doesn't appreciate it, and let's face 
it, if you're watching a girls show, you 
already have it coming. And if | ever 
find a man gushing about how excited 
he is for Breaking Dawn Part 1, | will 
stab him in the vagina. 


Finally, let's examine the name “brony” 
(just go with it, we're almost done here). 
| think it’s pretty clear why so many 
people embrace the name, | mean 




















Goodnight, Sweet Prince. 
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when | hear brony, | don’t imme- 
diately think MLP. Brony is awfully 
| close to 2 different words; 


b 1. Brownie, and let's face it, we all 


love brownies (and the chocolates 
are good too) HAR HAR HAR 


2. Brawny, which literally means 
strong and muscular (or apparent- 
ly swollen and hard, which | think 
could definitely describe some bro- 
nies). 


Yeah, | wouldn’t mind being called 
a strong, muscular piece of сһосо- 
late, hell l'm black, it already seems 


| pretty appealing. 


So there you have it, MLP: FIM 
completely analyzed, along with its 
rabid fan base, and justifiably in- 
sulted as well. As | said, it’s definite- 
ly not the worst piece of anima- 
tion ever made, it’s a really pretty 


4 piece, but it’s got many, many, 


{ MANY flaws. If you like it, that’s 


up to you, if you love it, there’s 
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much better stuff to be watching. If | 
want to see something funny, Pll watch 
Archer or It’s Always Sunny. If | want 
to see something with a great story I'll 
watch Breaking Bad, and if | want to 
see something cute, Pll probably stick 
to Powerpuff Girls that shit is still awe- 
some, and man was it violent! 


And by the way, enough with all this 
worship of Lauren Faust, she hasn't 
written or directed most episodes of 
the show, and іп the originality depart- 
ment, she's pretty laching, | mean she 
isn’t Chuck Jones. 


OH, AND BY THE WAY 


Don’t get me fucking started on the 
cancellation of this show, it’s on Net- 
flix, punch yourself for not watching 
it. 


What the fuck male population, 
this show had a great art style, 
amazing action, Spidey was funny, 
Venom was awesome, the theme 
song was better than FIM’s, and 





YOU LET IT DIE, WHY WHY WHY WHY 
WHY WHYWHYYYYYYYYYYYYYYYYY 
YYYYYYYYYYYYYYYYYYYYYYYYYYY 
ҮУУУУУУУУУУУУУУУУ- 


And good luck getting the theme song 
out of your head motherfuckers. 
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Now, donit be alarmed, the ponies arenit taking ê ver ScrewAttack@But кА е at the newly established Brony Alliancejare 
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How I got into the shows | wat- 
ched some random videos off of You- 
Tube and was directed to the now 
Infamous "End of creator driven era" 
on Cartoon Brew. After reading the 
article | decided to see what every- 
body was talking about. I've been hooked since Episode 3. 


What I like about the shows It's a very good and fun 
show. It's got superb animation, good character design, fun 
plots, fun to listen to songs, and it's a very happy show that 
just gives you a good feeling whenever you watch it. 


Lauren Faust managed to bring in some subtle messages of 
the positive things in life like being a good friend, enjoying 
their companionship, how to be a better person, all under 
the guise of cute characters who don't slap it in your face. Тһе 


characters themselves are made just right as well: not too 
complex for the original target audience but have enough 
character for the other viewers to relate to. Every 

time | watch an episode under any circum- 

stance it ends up with a smile on my face. 


You just can't help but feel good after 
seeing something so vivid. 


Favorite character: Fluttershy. 


(Why am | using Trixie as my profile pic? She 
gets almost no love from the community and she 
quickly became one of my favorite side ponies. 
| like to be diverse too.) She's super soft, me- 
llow, polite and humble, but maybe a little 
too much for her own good. Onetime she can 
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face a mighty dragon апа stare directly 
at him and the next time she's afraid 
of her own shadow. She stands as most 
"girlish" character out of the main cha- 
racters, and this is something that as a 
male | believe it's easy for me to re- 
late to. Her love for all things 
alive other than ponies is 
also something | can identi- 
fy with. She does have some 
sort of a repressed, hidden 
side of her, but that part of 
her doesn't come out very 
often and she manages to 

hide it very well. 





Favorite episode: Тһе stare master. 


This episode does put equal attention 
and screen time to the Cutie Mark 
Crusaders, But it's also an episode that 
really shines on Fluttershy's implied рег- 
sonality and her hidden emotional ba- 
ggage. 


It's a fun little episode where Fluttershy's 
skills come to light again, saving the 
day with some Cutie Mark Crusader 
fun on the side. (if you never grew up 
with small brothers/sisters/cousins, you'll 
probably never understand why people 
relate to the three small fillies.) 


ШЗЕРТЕМБЕК 


Favorite song: Rarity's art of the dress, 
sung by Kazumi Evans. 


It's a fun little song that helps Rarity 
shine and show her skill. It starts hap- 
pily as Rarity starts spinning with ideas 
and begins to worh happily, empowe- 
ring herself with the song (0:00-1:41). 
However, the clients come in and start 
asking for some drastic changes, and all 
of a sudden, her mood change: and she 
starts to grumble a bit, feeling that her 
friends are starting to completely take 
over her ideas and control her work 
(1:42. - 3:31). 


By the end of the song Rarity is shown 
to be completely exhausted and di- 
sappointed. Her vision was shot down 
repeatedly and she is not happy with 
the results, even outright saying "These 
are the ugliest dresses l'ue ever made" 
right after the song (3:32 - end). 


It's an interesting song that talks about 
the conflicts of interest and creative 
freedom. Rarity sings "..the client is 
always right..." sarcastically of course, as 
her friends sing "All we ever want is in- 
decision..." and "All we really like is what 
we hnow..." while Rarity tries to defend 
her creative freedom hopelessly. While | 
personally don't really pay much atten- 
tion to fashion, | do see fashion design as 
another form of art. As an art aficiona- 
do | can sympathize with Rarity in her 
creative efforts in this song. 


Favorite part of the community: 
All subculture/pop culture phenome- 
non have communities or at least a 
group of people that have something in 
common. MLP: FiM is no exception. 


What helps this community, dubbed 
"The herd", shine is that thanks to the 
show's hidden messages and overall ha- 
ppy nature, members are usually very 
open minded and appreciative of one 
another. Whether it is fan art, fanfics, 
streams, or just random discussions. 


A good portion of the members like 
to just have fun and enjoy sharing the 
things they like most about the show. 
Lauren Faust repeatedly exclaims that 
she's very supportive of this fact and 
likes the fact that show broke free from 
its original target audience. Interacting 
with them on more than one occasion. 
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1 How I got into the show: | 

| | personally got into this wonder- 

1 f | ful trap of a show in what may 

М t be the standard brony fashion: 

М Skeptically watching an episo- 

| de online to see why the hell so 

many grown-ass men were freaking out over ponies. | star- 

ted watching the first episode with the idea in my head that 

the show would be crap and this was just some weird meme 
for some other reason. 


However, as | watched a couple episodes, | found | was be- 
ginning to enjoy it more and more. Not long after, | was feve- 
rishly waiting for the newest episode to pop up on YouTube. 





























What | like about the show: | guess what initially inter- 
ested me was the strikingly good-looking art style and 
smooooooooth animation. The show looks FANTASTIC. As | 
watched, though, | began to realize that the characters were 
extremely well written and developed, and that | actually 
cared about them. 


The show was also very refreshing to me as | tend to gra- 
vitate toward darker shows and movies and it felt good to 
just think about GOOD things, like friendship and parties and 
cupcakes and the like. It's nice to just bathe in positivity from 
time to time, and MLP: FiM is a great outlet for that. 


Favorite characters Definitely Fluttershy. 


There's something just so endearingly cute about how timid 
she is, and when she actually ponies up (sorry) and asserts 
herself, it just makes it all the better. You just feel like chee- 
ring for her. | also kind of identify with her because she's so 
sensitive, and I've always been (until fairly recently) pretty 
thin-skinned. 


Favorite episode: hands down, episode 7: "Dragonshy". 


| like this episode because it's pretty much the quintessential 
Fluttershy episode in my opinion. lt marks the first time we 
see her really stick up for her friends and GET MAD, as the 
late Cave Johnson would say. This was the episode where | 
said to myself, "Wow. I really like this character." 


Favorite somg: let's see, | really would have to say when 
Sweetie Belle starts singing Fluttershy's lullaby ("Hush Now, 
Quiet Now"). Sung by Michelle Creber 


For some reason, she reminds me of the Muses from the Dis- 
ney Hercules movie. 


Favorite part of the community: | like being a part of 
this community because it's so friendly and inclusive, and af- 
ter all, that's the whole point of the show, right? I've never 
seen a legit argument or flame war in a pony thread, as most 
attempts at trolling are simply ignored. Bronies are a good 
bunch of people, and | am certainly proud to be one. 





Greetings Everybrony! I’m JABgamer, the Biggest Twilight 
Sparkle fan YOU WILL EVER KNOW!!! 


How I got into the shows It's funny how | got into the show, 
ever hear of a guy on YouTube named MASTERLINKX? He 
used to post Video game stuff, but know he posts episodes of 
MLP. | saw that he was doing it, and was curious about the 
whole thing. It was also surprising that I'm not the biggest ra- 
rity fan (she gets last place out of the mane cast) but my first 
episode was "A dog and pony show" which was rarity centric. 
Weird world huh? 
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| do art and videos. 
How I got into the show: | heard 
the show was good, so | tried it and 


liked it. 


Favorite character: Scootaloo 


What I like about the show: 
| like how it could have been 
overly girly, but chose to be a 
normal show. 


It has an actual plot! *gasp* Plus 
| love how Lauren Faust actua- 
lly listens to the fans, and uses 
their advice and requests (Luna having a her own episode in 
season 2=WIN) And | think it really is a great example for the 
younger audiences of friendship. 





Favorite character: Ya see that mare up there? That's Twi- 
light Sparkle, Badass all over. She's Booksmart, skilled in ma- 
gic, and all Around EPIC! | mean, look at my avatar, LOOK 
AT IT! Twilight is the closest to a MAIN main character, and 
she's just awesome! Not to mention cute! 


Favorite episode: has to be Party of One. All | have to do is 
show you a clip Party of One and you will know why. 


Fillies and Gentlecolts, Pinkie Pie just went Cupcakes. 
Favorite song: Winter Wrap Up = Super catchy. 


Favorite part of the community: | love it when people do fan 
fiction right. Some stories can even be full on episodes. 


Anyway, Expect a crazy review of MLP from me soon, along 
with some character analysis. So, remember bronies, Friend- 


ship is magic... and don't you fucking forget it or | WILL cut 
you! 


Favorite episode: Dont really have one 
Favorite song: Winter Wrap Up 


Sung by the entire singing cast, a different cast from the 
main voice actors. 


(WaterShocker: If this doesn't get nominated for an Emmy 
| will rage.) 


Favorite part of the community: That we talk about 
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How I got into the show: Now, 
not to risk repeating myself too 
much, since l'm going to explain 
my first instance of fascination 
with this show in more detail in 
my future analysis of the show, 
which should be out by Monday, 
so I'll just give you the skinny. | 
stumbled upon a video of the show on YouTube and found 
the animation to be pretty good and decided to look up the 
first episode and the rest explains itself. 





What I like about the show: I'd love to, but I'm pretty 
much writing an analysis of the show that answers this very 
requirement, but if you must know, | believe the animation 
to be refreshing, the music to be uplifting, and the humor and 
writing to be surprisingly good. 


Favorite character: My favorite character in the show, 
now that's kind of a tough choice. 


However, I'll choose Pinkie Pie for her upbeat attitude and 
her constant channeling of old Warner Brother gags from 
time to time in subtle manners, along with all the visual gags 
that accompany her character. Party of One just solidified 
both my adoration for the show and her as a character for 
having one of the most well-handled scenes in a cartoon I've 
seen in a while. 


Favorite episode: As | just mentioned early, "Party of One" 
solidified my opinion of the writing for the show and my 
faith in the writers, because it was the first cartoon to ac- 
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tually make me chuckle out loud in ages. It's also an episode 
in which the music really shined, especially for the particular 
scene in question, which | personally don't want to ruin for 
anyone, but I'm sure others already have by this point. 


Favorite song: Um, yeah, this is probably going to be an 
easy choice since most of the songs aren't very pleasing to me. 
| mean, they aren't bad, I'm not all that into musicals, | don't 
know, it's in my nature or something. 


Eh. 


However, if | had to pick, I'd probably pick "The Art of the 
Dress” since it's not just a song thrown in for the sake of just 
having a song, but it actually expands on the character Ra- 
rity and bit and how her creative process making dresses ac- 
tually progresses which | thought was pretty interesting. 


Oh, wait, there is that commercial that parodies "California 
Gurls" man, that one was better than the actual song. That 
and Pinkie Pie's singing voice is surprisingly good. 


Favorite part of the community: Highlights? 


Well, like any highlights of a community of fans of any me- 
dium, the highlights are always the amazing artists that are 
part of these communities, especially this one, which wasn’t 
too surprising to me іп retrospect with the animation and art 
style being the most praised aspect of the show. Heck, Just 
look below. 


Crazy, man, just crazy. 





How I got into the show: 
| was browsing message 
— boards and started seeing 
YA signatures and avatars with 
characters from the show. At 
that time | had no idea what 
Ҹо it was all about, so | decided 
=" to do my research and see 
what it is. | started watching the first episode on YouTube 
thinking "There's no way I'll ever get into the show." 4 episo- 
des later and | was hooked. 





| am now a brony. 


What I libe about the show: The writing, characters, ani- 
mation, visual appeal, and the fact that it takes me seriously. 
The jokes are actually pretty funny with some adult-themed 
jokes, like the Benny Hill chase scene and alcoholic references. 


Favorite character: Fluttershy. 


| just love her personality and character. | fell in love with her 
from the very first episode she was in. The way she whispered 
her name bought me over. It's just so hard not to love this 
character, AND YOU'RE GOING TO LOVE HER! 


Favorite episode: Winter Wrap Up. 

The song and watching Twilight fail are priceless. 

Favorite song: Winter Wrap Up 

Favorite part of the community: the fact that they are 
very open and accepting of everyone. Naturally, there are 
some weird parts of the community like the constant "Ship- 


ping" and borderline R34 material. But other than, bronies 
are a nice group of people. 
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How | got into the show: My love for the show it's obvious 
since it's number 10 in my TOP 100 Animated Series list of all 
time! 


What I like about the show: | love Animation. 


| think it's the most expressive form of art available as a non- 
interactive medium, with its ability to either bend or analyze 
our view of Reality through its various otherworldly contexts. 
"MLP:FiM" struck me as a thunder for the same reasons ever- 
yone else will tell you... plus, it feels like I'm back watching 
Cartoon Network when it was good. Also, | personally enjoy 
all the multiple references to Greek mythology and Chris- 
tian cosmology (it's a topic that shall be better explained іп 
another place). 


Favorite characters It's a tie between Rainbow Dash and 
Pinhie Pie. The first one being the equine version of Aweso- 


me, and the second one due to 
her surprisingly complex psyche 
(because she's batshit insane). 


Favorite episode: "Party of 
One" 


(Because paranoia-induced 
psychological breakdowns can 
be both hysterical and terrifying) 





Favorite song: "DIE MOTHERFUCKER DIE!!!"...oh wait, you 
mean the show! Celestia help me it's "Winter Wrap Up", | just 
can't get it out of my head... IT'5 DRIVING ME CRAZV LIKE A 
HORSE (pun intended and shamelessly encouraged). 


Favorite part about the community: Pinkazoid! TV In- 
tro. These guys just won the Internet. 
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How I got into the show: So 
what is my excuse for getting 
sucked into what used to be 
known as the girliest tv show of 
all time??? Well, mine isn't that 
good. 


So yeah, this is pretty much my 
experience in a nutshell. Most people on ScrewAttack don't 
know that | am an unofficial cartoonist. (Although it does 
explain why | have such strong feelings for 90's cartoons over 
modern ones). 


| can't help it, | love cartoons and | love absorbing different 
styles of cartooning. This is what sucked me into “My Little 
Pony: Friendship Is Magic.” 


A specialty of mine that | am most proud of when drawing is 
being able to draw the perfect facial expression for the right 
moment. The face adds SO MUCH more to the emotion it is 
trying to evoke and adds depth to the picture. When | saw 
these faces such as the Applejack one above, | was hooked. 


What I like about the show: Every frame in MLP is pic- 
ture perfect! It harkens back to the 90's and early 2000's 
cartoons when good animation, expressions, and art all rolled 
into one. Physically, MLP is a masterpiece (especially when 
compared to most of today's cartoons.....that's.....really sad). 


But as | took notes on how the show was anima- 
ted, slowly | began to enjoy it. This scared me at 
first, but then again, who cares? It's not like | 
know how many episodes there are *26* OH 
DANG IT ALL!!! Anyways, here is what I've 
noticed about MLP: FIM. 


It's actually pretty funny at times. The 
show retains a sense of humor that 
pulls it away from it's girls-only prede- 

cessor and creates an invitation for a 

wider audience. This humor is made 

even better by its solid animation and 

perfect facial expressions. 


It's as cute as a hamster vomiting rain- 
bows, but again, doesn't necessarily 
feel "girly." Most episodes involve some 
kind of lesson that doesn't require girl- 
only situations and | like that. 


Did | mention the animation? Seriously, it's the 
best animation in a cartoon in YEARS. 


It's a quality cartoon. (| am dead serious) Тһе 

voice acting is top notch, the writing is clever, 
and the characters are amazingly loveable. Bet- 
ween Pinkie Pie's lack of sanity to Rainbow 
Dash's tomboy personality to Fluttershy's ado- 
rable shyness, this show has the best cast of 


| ӛһгерпе! Ресісіет; 


characters since.....who knows? It's a guilty pleasure. | just 
can't help it. As much as | fight it, the show is honestly char- 
ming and the quality is too much. 


Favorite character: Well, for me, it is a tie between Flut- 
tershy and Applejack, but since most people like Fluttershy 
the most, l'Il stick with Applejack. 


What | love about Applejack is her Southern Bell perso- 
nality. She's feminine, but she isn't girlie. She is a do-it- 
yourself pony who everyone can rely on and even has a bit 
of farmer's wisdom to her. Incredibly friendly, polite, fun, 
hard-working, and reliable, Applejack is much more than a 
Southern stereotype. 


Favorite episode: Episode 25 "Party of one" Pinkie Pie 
loses it, period. 


Sung by the entire 


Y 


Favorite song: "At the Gala” 
singing cast. 


Favorite part of the 
community: | blame 
them for spreading 
this diseasel!!! haha. 
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How I got into the show: | actually 
don't remember. | heard or read about 
it somewhere and then watched the pi- 
lot episode. | thought it was really cool 
and different, so then | started watching 
the series, which had almost nothing 
to do with the pilot episode, and got 
hooked by its awesomeness. 


What I libe about the shows It is 
about loohing at the positive side of 
everything and keeps being that way. 
That many people around you can show you the way and 
there's no need to be alone, angry or depressed; friends- 
hip and love conquers all. The show is very clean, super 
fun, extremely clever and is really made for the fans. Gi- 
ves references to the internet culture and always tries 
to bring a different type of humor without copying 
another show or trend. 










It's a really well planned show that brings joy to the 
people that watch, and it does that in a very clean, 
nice, friendly and thoughtful way. 


Great quality overall. 


Favorite character: My favorite character is Pinkie 
Pie. 


She is pretty much like me, and | even found creepy 
how similar to me she was when at every episode 
you could know more and more about her personali- 
ty. She is fun loving, doesn't mean harm to anyone, extremely 
honest, helpful, even more clever than the "smarter" ponies. 


And even though she's always happy and positive, she 
can get sad (to the point of becoming a psychopath) 
when people hide things from her or lie to her, which is 
the same for me. Pinhie Pie was based on me basica- 

lly, that's why she's my favorite pony. 


Favorite episode: | don't remember the names 
of the episodes, but | love all the ones that are 
about Rarity, they are always so epic and hilarious. 
And | also loved this episode where Fluttershy became 
a model and Pinhie Pie was so random y^ 
and insane trying to prevent Twilight A ' 
Sparkle from ruining it for her. 22— id 








What were you 
yost watching? 


I’m a cartoonist! 
T like cartoons! 





(WaterShocker: "A dog and a pony show" and "Suited for 
success" are two great choices for Rarity lovers.) 


Favorite song: Тһе show has great songs, which high pro- 
duction values, but there are two in particular that | liRe very 
much. "The Cutie Mark Crusaders" is an awesome song, and | 
enjoy it mainly because of the instrumentals. 80s rock “МІР 
= Epic. 


Another song that | like a lot is actually a BGM, and is the 
melody that is played while Fluttershy models and Twilight 
Sparkle tries to ruin her catwalk. It doesn't have a name 
though, but is a really cool techno tune. 
g 


Favorite part about the community: | really 
don't know much, because | never 
liRe to be a fan of anything, 
but | love that they are very 
happy with the show. Of 
course, there are some 
disgusting perverts that 
like to waste their 
great talent by crea- 
ting grotesque and 
disturbing art, but 
oh well. 
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What I like about the show: Friendship is Magic is a very 
well-defined show. 


How 1 got into the 
show: A very trusted friend 
of mine shoved те ай 
MASTERLINKX's YouTube 
channel, telling me that | was 
going to like what | saw. 


The rest is history. 


The characters are all distinct and have depth and the set- 
ting is surprisingly deep with an established culture all its own. 
Ponyville and Equestria are presented as locations in a world 
that feel like they could be visited, not just filler content. 
The writing and voicing is just top-of-the-line, especially for 
a Western animation. There's a sense of self-awareness that 
makes this show a deconstruction of the ‘cartoon for girls' at 
times. Even when it plays that role straight, those moments 
somehow retain some awesomeness because we feel it has 
earned the right to indulge in something sugary sweet. The 
show also recognizes its cartoon heritage and doesn't waste a 
single thing about it. Crazy expressions, elastic limbs, exagge- 
rated stunts... it's all there. 


Favorite character: Zecora WOULD be my favorite cha- 
racter if on there were more of her, but for the sake of this 
introduction, I'll have to default to Twilight Sparkle. 


She pretty much guided us through the first two episodes. l'm 
pretty sure when we first watched, we reluctantly thought "| 
don't want to watch a show about a bunch of ponies." How 
much of a shock was it when we flipped it on and the first 
thing we see is a pony reluctantly say, "| don't want to go to 
a town with a bunch of ponies." Thus, at about the time her 
friends win her over is when the show wins us over. Also, she 
plays the intellectual and the sReptic so much that when she 


actually gets enthusiastic and invested in something, there's a 
unique adorableness surrounding it. 


Favorite episode: Once again, no actual favorite. 


Something | haven't thought too much about. Going with my 
top, I'll randomly pick Bridle Gossip. This episode has some 
of the best visual gags, brings the characters out of their ele- 
ments in the best ways, and, of course, introduces us to Zeco- 
ra. We've got Pinkie Pie's Evil Enchantress dance, Flutterguy, 
the living gif Rainbow Crash, and hooded Zecora. 


Favorite songs ||| grab off the Cutie Mark Crusaders theme 
song. 


Still not that bad for being disorganized on purpose (I think). 
This is a little bit of a cheat since | picked it because it's the 
song that's been fan remixed in the best ways in my experien- 
ce. This leads me to my next point... 


Favorite part of the community: Тһе fan generated con- 
tent. 


Friendship is Magic has the most doting, dedicated communi- 
ty. Unlike most fandoms out there, bronies works tirelessly to 
build on the source material, not tear it down and try to re- 
make it in their own image. Remixes, fan fiction, art, college 
presentations, etc. These are a testament to just how good of 
a show Friendship is Magic is. The world is so three-dimensio- 
nal that any little corner of the mythology can be expanded 
on in an epic story spanning dozens of chapters. 


The characters are so three-dimensional that fans can indul- 
ge in any whimsical ‘what if and it can work for art or fiction. 
| practically have an IV link to Equestria Daily. Every day 
there is something pony-related that pops up that makes me 
say: "Now| сап die happy." 


Puddle Jumper 


How I got into the 
shows: The internet, ho- 
nestly. Because, it was 
everywhere. 


What I like about the 
shows The humor that is 
enjoyable for all ages. 


character: 
she is 


Favorite 
Pinhie. Because 
fantastically hyperactive and funny. 


Favorite Episode: Episode 5 "Griffon the brush-off". 


Favorite Song: The theme song. It's simple and catchy. 
Oooooooh is it catchy. 
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Favorite part of the community: Bunch of grown-ups 
kicking little girls from the first row of fandom on a show 
that's basically a kid’s show. | love it! 
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Awww....Now look at what you all did to Rarity. No love. 


Maybe if you weren't so selfish...How the hay did you get the element of ge- 
nerosity in the first place? Wellllll..... in her defense, she is considered the most 
beautiful pony out of the mane 6 and as | mentioned in my entry, she's the 
closest thing to an artist out of mane 6. But her personality, like all the other 
characters, is imperfect. Unlike the other characters, she manages to show 
that many times during the different episodes, mahing her a somewhat 
uneasy character to like and relate to. Art of the dress is probably the only 
chapter that really shows her generous side, but even then one can attribute 
that to her own need;, implying that she only made them the dresses to get 
her name in Canterlot. Still, she manages to shine in her own centric and not- 
so-centric episodes, which IMO are some of the funniest of season 1. 


And that's all we wrote, folks. We do have a few members who haven't writ- 
ten for this intro blog, but rest assured: We do have members and we always 
welcome new members who wish to join and contribute! 


Expect more pony related material in the future and never forget: 


Friendship is magic! 
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Creed) Revelations апа! have already, played fora tew hours lídecided to give you my feelings 
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ота е (exclusive?) first impressions. 





172 


SCREW ATTACK MAGAZINES SEPTEMBER 


For starters | was one of the people who actually enjoyed the 
multiplayer mode of AC: Brotherhood, and the basics of this 
iteration are the same exact ones. You are a Templar in the 
Animus that recreates a historical place with other Templars 
that you must kill, and at the same time you have to avoid 
your pursuer(s), take into consideration that in order to as- 
sassinate your target you'll have to get close to him/her and 
perform the kill, meanwhile they can stun you if you don't hill 





-The Sentinel -Knight's Hospital 
-The Vanguard -Antioch 

-The Guardian -Constantinople 
-The Vizier (willnot be availa- 
-The Thespian ble at beta launch, 
-The Deacon but added later) 
-The Bombardier 

-The Trickster 


-The Champion 





them fast enough, just like you can stun your pursuer if you 
can caught him off guard, each kill and stun will give you 
points and at the end of the match the player or team with 
the most points wins. One thing that has to be taken into 
consideration is that the more stealthy you are while killing 
your victims the more points per kill and experience you get, 
which means that the person with most kills not necessarily 
means the person with the most points. 


So what does this beta brings, to quote the News Ar- 
ticle from ScrewAttack basically this: 


"Here is a rundown of what you will find in the 
Assassin's Creed: Revelations Beta. 


-Wanted - Free For All, Kill the designated Targets 
and avoid any Pursuers. 

-Manhunt - Team, work together to assassinate the 
other team. 

-Deathmatch (New mode) - Free For All, Find and 
kill targets and avoid pursuers. Your Compass will be 
deactivated as well as being chased by Templars. 
-Artifact Assault (New mode) - Steal the team's Arti- 
fact and return it to your base. (will not be available 
at beta launch, but added later) 











And that's a whole lot of stuff there for 
a invite beta, but as you can see not 
everything will be available since the 
beginning which is a shame because 
only 2 maps feels a little lacking, but | 
won't complain. 


First thing the beta does is ask you for 
a profile pic, you can choose from 6 di- 
fferent pictures but only 2 are allowed 
from the get go since the other 4 are 
locked until you reach experience levels 
on the game. 


Then you'll choose one of the 9 availa- 
ble characters and as far as | can tell the 
character that you choose doesn't make 
any difference in the gameplay since all 
of them play the same. 


Right after that you'll be taken into a 
tutorial level, a very small map where 
you'll be taught how to hunt down and 


` | SECTION 66 | | 






Different abilities, perks, and cha- 
racter customization will also be 
available in the beta. Ubisoft has 
set the level cap to 30 and will also 
include leaderboards. To see the full 


list of EVERYTHING (and it's a lot!) 
for the beta, you can click on over to 


Ubisoft's Beta Info." 
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assassinate a target, and after that how 
to avoid being killed, and stun your 
hunter, one of the welcome additions 
from the original multiplayer mode 
from AC: Brotherhood is that now when 
the person who is hunting you is clo- 
se enough for a stun an icon with the 
button used for this action will appear 
over the his head, that settles one of my 
main complains from the AC:B Multi- 
player that you never knew the timing 
for this stun. 


Another thing that you'll have to take 
into consideration is that if you are in a 
situation where you are the prey. Your 
best option for survival is to run away 
and hide until you lost the people who 
is chasing you, since the advantage over 
the situation will always be for the per- 
son who has the option to kill, if you de- 
cide to confront the person that is hun- 
ting you the most probable outcome is 
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But one thing that really annoyed me was the respawn areas, when you respawn 


dying a honorable death or as | like to 
call it "Kill and Stun button were pres- 
sed at the same time", this "Honorable 
death" will give you 100 points and a 
bigger amount to your killer. 


Afterthe tutorial you'll be taken directly 
into your first match, in my case it was 
a Death Match, | have to say that at 
first it took me some time to get my first 
hill, mainly because іп AC:B | relied too 
much on the radar that you have, and 
since this new mode it's gone you have 
to rely on your gut about if the charac- 
ter model that you have in front is the 
one you are loohing for, and of course 
you'll have to watch if it behaves diffe- 
rently from the NPCs of the game, and 
this time you'll also be hunted down by 
Templars, and the only way that you'll 
know if someone behind you is if they 
blow their cover, by not being stealthy 
enough, pretty standard stuff. 








after being murdered it'll take some 15-30 seconds of you walking aimlessly until 
you have your next target and you then can proceed to hunt your designated 
target, and many times | ended up being killed before being able to see my new 
target, it is something that | personally feel that should be fixed in order for this 


game mode to be actually fun. 


A little after gaining some levels and access to some perks of the multiplayer | de- 
cided to create my customized profile of perks, deathstreaks and killstreaks, just 
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like in Call of Duty of you can rank up 
a series of consecutive kills (the numbers 
of kills and deaths depend mainly form 
the perk you chose but it is mainly 5 or 
7) but unlike with the AC:B multiplayer 
mode in which the perks would become 
available per experience level, in this 
beta there are 2 requirements for you 
to gain access to this perks, the first is 
the level of your character, the second 
is a new Abstergo currency that you'll 
gain throughout the matches, this is 
probably the biggest difference bet- 
ween AC:B and AC:R multiplayer mo- 
des, in this profile you'll be able to equip 
up to extra 2 abilities, 2 Killstreak bo- 
nuses and 2 Deathstreak bonuses, and 
this is how you'll define your gameplay 
style, 


The 2 extra abilities could range bet- 
ween being able to disguise yourself as 
another as another character or NPC, 
using smoke land mines, the hidden 
gun, among others. 


The Killstreak perks range from the 
ability to kill any Abstergo agent, to as- 


LJ rar Р 
pay 
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sassinate one participant that’s on the 
current map at any distance. 


The Deathstreaks are usually enhance- 
ments on the radar system or the map, 
or the ability to see the target. 


Then just when | finished creating my 
personalized abilities profile the game 
threw me into another tutorial, this time 
the tutorial was about the radar system 
and how to use it, one good thing about 
the tutorials of this beta is that in gene- 
ral are short and to the point. After that 
| got to play some Manhunt matches, in 
this particular mode you are part of a 
team and the action is divided in two 
rounds in which one team hides and 
the other hunts the hiding team, after 
the first round time ends (10 minutes) 
the roles are reversed, and | have to say 
that this mode was the most fun for me, 
and as a matter of fact | had the most 
fun while hiding from the opposing 
team, since it is a more strategic ap- 
proach to blend with the surroundings 
and set up traps to cover your escape, 
also when hiding you'll earn points for 


Uplay members, get access to the Assassins’s Creed Revelations Beta! 


HI ASSASSIN 
ARE YOU READY TO PLAY THE BETA? 


ASSASSINS 


GREED 
REVELATIONS 


^ 


тти” 
HOW TO PLAY? 


Sign in to your PlayStation Network account with your P33. 


Visit PlayStation Store and select the (Redeem Codes] icon 


from the (Store Top). 


Enter your 12-character promotion code and select 


[Continue]. 


EI 


Follow the orrscreen instructions to redeem the voucher 


code. 


Y 


5 Once complete, the Assassin's Creed Revelations Beta will 
be accessible from the XrossMediaBar. 
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«ADVICE: Download fhe BETA right away іп order to avoid along 
göownload lime on the launch day, Saturday 3rd September. 
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the time you spend blended with peo- 
ple, or hiding into haystacks or sit in 
public benches, and if you have your 
teammates with you in the same area 
hiding you'll earn more points (always 
a good strategy is to blend into walking 
groups and let go of the left stick and 
your character will walk automatically 
with the group at its pace, many times 
my pursuers killed a civilian or just went 
right through the group giving me the 
ability to stun them and escape from 
them). 


This hind of match is the most compe- 
titive one, and the tides can change 
at any time with killstreaks and stuns- 
treaks if you are in the hiding team and 
can result in exciting final minutes. 


Also one new thing that was introduced 
in this beta was that after finishing one 
match regardless of the game mode 
you'll be presented with a poll where 
the people in the match will decide in 
which of the 3 map displayed will the 
next match be, the only bad thing is 
that since at the moment there are only 
2 maps available there are 2 op- 
tions that are the same map, but it 
is perfect to change the map every 
once and a while by votes of the 
participants. 


Since the beta was extended | got 
time to play some more multipla- 
yer and overall now that is availa- 
ble the Artifact Assault | had some 
time with it. Just as | expected this is 
nothing more than a glorified Cap- 
ture the flag mode, so this means it 
is a team based game mode, whe- 
re each team has a territory where 
the team Artifact is and your ob- 
jective is to capture the opponent 
team Artifact, seems simple enough 
but | encountered that it was very 
challenging to actually get the ar- 
tifact for several reasons, the first is 
that since you can use the abilities 
that you have on your profile, a 
team can easily set up a perime- 
ter around the Artifact with land 
smoke mines and as soon as you get 
close to the area you'll get stunned 
by them and become an easy prey 
for the person who is on the other 
team protecting the Artifact, but | 
can’t complain about that, it’s part 
of the basic strategy of the game, 
but even if you have the chance 


to hold the Artifact, the way that the 
kill system works in this game (single 
hit kills) makes it too difficult to reach 
your base and claim the point, and as 
of now since almost everyone has access 
to an ability that allows you to run fas- 
ter when you are chasing someone this 
almost grants that when being chansed 
you'll die, all thsi combined made every 
single match of capture the... er | mean 
Artifact Assault to end in close matches 
withe scores like О-О, 1-0, or the biggest 
score | saw while | played this mode 3-2, 
and kills still earn points like in the other 
game modes but not for the overall sco- 
re, this way if a match ends in a tie (and 
that happens a lot) the team with the 
most kill points wins the match. 


| found a little frustrating this Artifact 
Assault mode because the core game 
makes it too difficult to actually earn 
points capturing the other teams Arti- 
fact, it is a nice addition but | think it 
could use some tweahing in order to 
make it more interesting. 


One thing that will undoubtedly en- 
hance the life of this multiplayer mode 
is that you now have challenges that 
you can attempt as for example ki- 
lling 10 targets that are blended into a 
crowd, using the perk Rnives to slow- 
down a target and then killing him, use 
the hidden gun to kill a target that is 
jumping or running, performing an as- 
sassination that rewards you with +700 
points, stunning four players without 
dying, and things like that, there are 
around 50-70 challenges available at 
the moment. 


Also there are awards according how 
you performed in the matches, as for 
having the best kill/death ratio, win- 
ning a match, using the most abilities in 
a match, being the one who lived the 
longest or surviving one match without 
being killed. 


On your profile you'll be able to see the 
statistics of your game time like total 
time played, average points per assas- 
sination, total assassinations, total stuns 
among other statistics. Also on you'll be 
able to change the weapons from the 
character models (I smell DLC coming), 
taunt animations, among other thing;, 
still nothing that seems to affect ga- 
meplay so this changes are purely cos- 
metic, and yes you'll have to buy this 





things with the abstergo currency from 
the game so you'll have to balance out 
between the perks, abilities and cha- 
racter customization. 


Overall | had fun with this beta, it feels 
a lot like the AC:B multiplayer but 
that’s not a bad thing in my book, the 
things that were added really enhance 
the fun of the beta and eliminates some 
of my complains about the past edition, 
the ability to vote for the next map 
you want to play in is a very welco- 
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med addition and the new maps looks 
good, as for the lag in the matches, of 
all the matches | played | only found 
lag problems in the second match, and 
they were minor but annoying, good 
thing is that my internet connection is 
only 1MB/s for download апа 0,3MB/s of 
upload, and | played for hours, so | think 
that the online code is pretty sweet, but 
the only thing is that it takes way too 
long to find a match to join, but it could 
be because this is only a beta, so it is a 
very solid offering. 
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Whaat ls a Game Designer? 


bye) Gîn Метей 
kiriin by іроаќесепіга! 


When | first posted part two of “What Is а game Designer?”, 
| couldn’t have been more ecstatic - Finally, another project 
done and dealt with. Time to sleep. Well, | took a look at it 
this morning before | had to go to work. | must say, lt was 
quite the mess. Typos everywhere, excessive capitalization, 
grammatical errors....it bugged me. 


As such, | set aside an hour this afternoon, and decided to 
edit. It has been quite a while since | edited something this 
long; it is about nine pages without images. This is a combina- 
tion of both part one and two of the “What Is a Game De- 
signer” blog posts. My goal of this series was to start a question 
among all of us, and to show what | believe makes someone 
good at what they do. Despite how | may state it, | know 
that | may be wrong in some things, or inaccurate in others. 
The goal of this series was to make everyone understand the 
fundamentals, though — A Game Designer comes in many 
different colors. l'ue heard of Designers coming from business, 
Architecture, Fiction and nonfiction writing, Art, and so-on. 


The key to being a Game Designer isn't having a preset 
amount of shills, all to certain degrees. | believe it's the desire 
to improve upon their skills, and learn new ones; It’s the de- 
sire to learn, explore, and push the limits of the games they 
make. 


WHAT ІЗ A GAME DESIGNER? 


Most kids dream of becoming Video Game Designers at one 
point or another. | was no different. At the age of 3, | was 
playing Doom (yes, you read that right. It was the ‘90s, cut 
my parents some slack.) and much less...controversial games 
on the SNES. From this, | grew the dream of becoming a 
Video Game Designer. Most kids grew out of that desire, or 
realized that the immense amount of work hours, program- 
ming, writing, graphic design, Level Design, and 3D modeling 
would drive them nuts. 


The comedy is, | have yet to realize this, nor do | care to. | am 
21 now and | still have that dream, and am actively pursu- 
ing it. | now am a graduate of Mchenry County College with 
associates in Video Game Design. Not being content with just 
an Associate's Degree, l'ue transferred to DePaul University, 
and am aiming for a Bachelors Degree in Video game De- 
velopment and Design. 


This, from my perspective, does not make me a Game De- 
signer - | firmly believe a Game Designer is someone who has 
made a product through a personal or group project; be it 
a Mod for a game or a full-fledged title, and has distributed 
the mod or game in some way. 


| have to admit, that sounds like an AWESOME mod. 


Now, most people do not understand the definition of a Vid- 
eo Game Designer. lt varies, and even | have a hard time 
figuring it all out. A Game Designer has many roles and jobs, 
all varying based off the studio they work at and their spe- 
cialization. 


For example, currently | could be a Level Designer, a 3D 
Modeler and Artist, a Texture Developer, a Character Mod- 
eler...the list goes on. Thus, | could have varying titles and 
jobs. However, the underlying nature of a Game Designer (as 
| understand it) is a few, Rey things. 

01 - Communication skills 

02 - Organization skills 

03 - Graphic Design abilities 

04 - Psychology 


O5 - Analyzing and Understanding Aesthetics and 
mechanics 


06 - Understand the Industry 

07 - Hard work pays off 

08 - Programming knowledge 

09 - Creativity 

10 - Well -rounded knowledge 

Most of this may seem familiar, and some may seem like it 
belongs more in the Game Programmers or Marketing field 


rather than the Designers field; Don't worry, | will explain my 
reasoning for each part as | move into it. 
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The Video Game Industry is a social in- 
dustry. Not only do Designers need to 
talk with their customers to understand 
how they did or did not like the pro- 
duct, but Designers need to do much, 
much more. 


First of all, connections are everything in 
the industry. | can guarantee that every 
Game Designer, be they Level Desig- 
ners, 3D Modelers, or Project Leaders, 
have at least one idea for a hit game. 
However, unless they know the right 
people, it's rather hard to get this idea 
backed by a company. 


It may seem rather daunting, but con- 
versing with a Developer is the best 
thing one can do to worm ones way into 
the industry. Talk to them about games, 
designs, sports — anything! Heck, most 
student Game Designers | know acti- 
vely look for advice and information, 
especially from a Gamer's standpoint. 
It's hard for a Designer to analyze their 
own material with a fresh perspective. 
Plus, flattery never hurts! 


Second, the skill of communication 
itself. Video Games are a billion dollar 
industry (VG2istCentury), complete 
with publisher-to-studio funding and 
backing. One of the best skills a Game 
Designer can get is the ability to flui- 
dly communicate ideas and thoughts. 
This is essential for Lead Designers, for 
they must manage various groups, hold 
meetings for them, and understand 





where they are in the project, and what 
they are working on. It is also very hel- 
pful for a Designer of any position; they 
will be working with a team of Desig- 
ners and Programmers with varying 
backgrounds and skill levels. With de- 
veloped communication skill, said de- 
signer can propose ideas to the group 
with less trouble, or iron out co-workers 
ideas to benefit the studio. 


Another reason Game Designers should 
have developed the skill of communi- 
cation is financing. Making a triple A 
game title is expensive these days - mi- 
llions of dollars, to be more accurate. 
Thus, if a Designer is a good speaker, 
they can not only explain the new fea- 
tures of the game the studio needs fi- 
nancing to add, but they could also 
expand on why this would benefit the 
publisher in the long run. In the end, it's 
always good to have a high charisma 
statistic. 


How does one improve their commu- 
nication abilities? Well, there are a few 
ways | know of. Some | have done, some 
not so much. Joining or making a club is 
one such way - during my Junior year 
of High-school, | established the Cary- 
Grove Anime Club. The club didn't last 
that long, partially because | was new 
at leading a school club and partially 
because...well, it was an Anime Club 
in High-School. They usually crash and 
burn rather quickly. | learned valuable 
lessons about management and taking 


orders from a higher power such as the 
Principal and Vice Principal. There are 
other ways of gaining communication 
skills such as running your own projects, 
making video series with groups (I've 
worked with a few groups on Video De- 
velopment) or even writing a story se- 
ries with groups (I also did that for qui- 
te a while). In the end, the best way to 
develop communication skills is to learn 
them with firsthand experience. 


EXP formula from Pokémon 

Another great way to hone your com- 
munication skill is to study the written 
language. Yes, most groan when they 
hear this, but it really does help! | hate 
to sound like a "Momma's boy" or a 
"suck up", but my mom has a PHD in 
English. | grew up being tortured over 
the written language. This, in turn, has 
widened my vocabulary, and actively 
helps me with expanding my ideas. 
Now one doesn't need a PHD in the fa- 
mily to get good at English, nor do they 
need to have practiced since they were 
in elementary school - write a blog or 
narrative, and actively pursue better 
grammar. 


In the end, speech is our greatest 
weapon and our weakest link. If one 
strengthens it, they will be a stronger 
person, whatever the field. 
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Video Game Development is a messy 
business. Having managed many small 
projects, | can say for a fact that Orga- 
nization skills are VERY desirable skill 
for any project, be it big, small, or im- 
partial. Not only is that such with files in 
their raw form (Photoshop files, storyli- 
ne scripts, documents, etc.), but also 
with 3D models, textures, animations, 
and so-on in the engine. 


Let's say you're making a Particle Effect 
- an awesome blue gas that emits elec- 
tricity. Simple, no? Well, things tend to 
get complicated in development. You 
see, this particle effect is made up of 
various components - First would be 
the blue gas sprite texture, centered in 
the middle. There is one .tga (targa fi- 
les - higher quality of image file, with 
good compression) file. Second, there 
would be the electricity sprite texture 
for the electrical current emitting from 
the particle system. 


Third, you would need sprites for the 
gas escaping at the bottom of the par- 
ticle system - the source of the gas leak. 
You might be able to get away with 
reusing the blue gas sprite texture, but 
it would be better to make another one 
- it would look much cleaner on your 
end product. 
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2. Organization Skills 


Thus, you would have 3 separate tex- 
tures, most likely all 256x256 Pixels, and 
thus small in file size. However, your 
organization of them would be very 
important. In the engine, you would 
need to make materials for each tex- 
ture so that you can use them and alter 
to them in the engine. Such alterations 
include changing opacity and colors. 
Your package, named project.pkg, will 
comprise of various files. Here is a drop- 
down of the package itself. 


-project.phg 
--ParticleSystemsFolder 
---GasLeah.P article 
--TexturesFolder 
---Electricity.tga 
---BlueGas.tga 
---BlueGasSource.tga 
--MaterialsFolder 
---ElectricitySprite.mat 
---BlueGasSprite.mat 
---BlueGasSourceSprite.mat 


Simple, right? Well, things get compli- 
cated during the transition from deve- 
lopment to distribution. project.phj is 
nice and organized, but what if it is in 








the modifications folder, which doesn't 
get exported by the engine when the 
game is being built? Then your project. 
phg never makes it into the game, and 
when the particle system is used in-ga- 
me two major issues can happen - the 
game will either crash upon having to 
render it, or it will display error readings 
all over the screen. Most likely it would 
be choice number one. 


Furthermore, if one forgets to put pro- 
ject.pkg in the particleSystemsFolder, 
and if the Designers need to make al- 
terations, issues will arise - people may 
not be able to find it. | know it sounds 
simple, but these things happen a lot. 
Thus, | will suggest to any aspiring 
Game Designer - be kind to your futu- 
re co-workers, be clean and neat when 
making your games and mods! It will 
cut your work-time in half while wor- 
king with a group, and will spotlight 
your abilities among your coworkers! 
I'm sure | don't need to explain the im- 
portance of being organized when you 
are a Project Lead (scheduling, security, 
etc.). Remember - be clean, lean, and a 
killing machine! (minus killing IRL) > >; 
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4. Psychology 


Didn't expect this in here, huh? Well, uni 
Psychology is becoming a major factor 
in a game's design and development. 
Every game utilizes psychology, to some 
degree or another. Games instill in the 
player feelings of despair, joy, sorrow, 
rage, and such. They also utilize play- 
testing to understand how players inte- 
ract with the game itself, be it alpha or 
beta testing. Heck, Level Design utilizes 
Psychology a lot, to both guide the pla- 
yer down a set path and give the illu- 
sion that the player made the choice 
without influence. As such, Psychology is 
an increasing in importance in a Game's 
Design. It sounds crazy, but rightfully so 
- as games seem more real, they must 
also feel more real. E 














Now this may seem troublesome, but | 
would advise anyone aspiring to beco- 
me a Game Designer to look into psy- 
chology. Now don't panic, do not run 
out the room, and definitely do not get 
a thick book on the subject. Instead, 
play the games you like, but with an 
objective view. Analyze the game апа 
see how certain moments make you 
feel. Going further into it, figure out 
how they made you feel that way. 


Did the gun hich too much? When your | Rc rt 
in-game character emoted a smile, ы” 
did you smile back subconsciously? Did 
defeating the final boss make you feel 
good? Why? Was it an easy boss, a 
boss, or a boss you had to use your wit} 
on? These questions can lead to a good 
Psychologist, and a good Game Desigz 
ner. | said it before in an older blog of 
mine - | don't consider video gamesjto 
be simple games: | consider them tojbe 
experiences. 


The key to being a good Game'Desig- 
ner is understanding an experience, and 
learning how to present it to thelplayer 
so that he/she might be effected as well. 
Thus, Psychology is as essentialto a de- 
sign as the design itself. 
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| COULD rant about this, but instead, | 
will have a personal inspiration, Daniel 
Floyd, talk about this one. While | am 
mainly a 3D modeler and texture artist, 
| agree with his points here. 


Extra Credits: Graphics vs. Aesthetics 


5. Analyzing and Understanding 
Aesthetics and Mechanics. 





6, tine Indlusiry 





Now THIS is a fun thing! The Industry is 
always changing, always moving. With 
the recent rise of motion-based-games, 
Nintendo going back to its roots, and 
the slew of legal events happening over 
the past few years involving games, the 
Industry has never been livelier. 


It is always a good idea to know what 
the industry is up to - understanding 
trends in the industry, such as the recent 
rise of motion-based-games, the rise of 
the "casual game” and the slowly in- 
creasing amount of studios shunning PC 
games are vital to a Designer. Why? It 
allows them to plan ahead. 


As the Game Overthinker recently sta- 
ted in his last video, everyone is looking 
forward to the cloud; where everything 


will be on the net, always available to 
be accessed. He also stated that it isn't 
here yet, and games that require an 
online connection at all times are cau- 
sing those who lack net connection in 
the first place to be unable to play that 
60 dollar game. This is something that 
not only the Publishers but the Desig- 
ners should consider. 


Take for example Dragon Age: Ori- 
gins on the PC. It's an amazing game, 
and with the modding capabilities, the 
hours of fun are endless. The downside 
to the game, however, is that it requires 
constant net connection for you to be 
able to use ANY of the DLC you bought. 
Thus, if your net goes down OR the ser- 
vers are down, you can't use anything 
you paid good, hard cash for. This, my 


friends, is something a Designer could 
have fixed before shipping the game. 
Sure, everyone is going for constant-in- 
ternet-connection, because it stops the 
pirating of games, but not quite effecti- 
vely as it seems. 

Varr! Shiver me Bandwidth! 


Hackers could easily change the way 
the program reads the server. May- 
be they set up their own proxy ser- 
ver, which imitates the functions of an 
authentication server? Maybe they al- 
tered the code of the verification file? In 
the end, this trend in the industry will 
hurt studios, and if a Designer knows 
this, they would be able to petition to 
their Publisher that constant net con- 
nections are а bad idea. In fact, if the 
Industry wanted to amp-up its 
ability to fight piracy, it would likely 
be better to research new security al- 
gorithms and systems. We have been 
using the Authentication system for 
over 15 years now. No wonder hackers 
are having an easy time cracking a ga- 
mes security. 


In the end, staying up to date with the 
industry, be it technology, security, Pro- 
grams, knowledge of engines, legal is- 
sues and rights (GAMES ARE NOW RE- 
GISTERED AS ART AND PROTECTED 
BY THE FIRST AMENDMENT! YEAAH!) 
is a good way to start to learn and know 
your Industry. And with the knowledge 
comes power - not only will you be able 
to use the knowledge you have acqui- 
red on projects, but you will also be able 
to push for new Game Designs. Most 
Publishers do not like putting money on 
projects that have an uncertain success. 
The best way to guarantee you will be 
financed by a Publisher is to be able to 
prove where the industry is heading, 
and then telling them that they will be 
on the cutting edge, or even making 
the cutting-edge. That's how Nintendo 
has been working for the past 10 years, 
and every other console developer is still 
trying to catch up to them. Yes, Micro- 
soft and Sony, we're talking about you. 
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NICE TRY. 


int Count 5 


for (count =1; count < = 500; tou ntet) 
printf (“I will not Throw paper dirplanes in class, *); | 


"This object is ај return O; 
post that emits the’ | i 


‚electric SUN | 


a a LN 


AMEND 5-4 


\ 


A good Designer is a dreamer! 

shouldn't be content with whatisfshown 

or considered normal. Опа 

dream of what is to come, bejitfa storys 

L idea, or a simple image. As such* CGP 
қ 

tivity is a major spark in the¥industry! 

pushing new ideas and беп ће ape a an تا‎ = science, ЇР 

ME: | калк should 










zing music and storytelling 4 зе” I Xp good fac to 
» Gil)sparks of creativity: istalways. 9 play ee che 
РА. ad anim dh | 
NE \ А to Practice an onellyour creativity y b 





Wi 


AR out Jour. dreamsrontolthe can; 


IP de AA (y A 


is iv чапа make into, a skilled brush for your 






















From what you've read so far, it was 
likely expected for me to state this one. 
The thing is, | barely understand what 
makes,a good Game Designer - | have 
my owntideas, yes, but in the end, a 
good Game Designer i isone that decides 
0 for themselves what makes them good. 

SS Game Design isn't a science, it is an art. 
"S Such; one can't expect one thing to 
belbetter than another. 


Iran talk all | want about how Psycho- 
logy helps a good game designer im- 
merse the player, or how understanding 
the ‚industry can further a designers 
goals, but in the end, we are all artists 
of our own making. We can talk about) | 
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What’s the first thing you think of when 
you hear the word “Conan”? Well, for 
me, it was seeing some buffed-up, half- 
naked guy going around slaying people 
left and right for girls, glory, personal 
reasons that don't always agree with 
others. 


A few weeks ago, my father wanted 
me to check out the Conan: The Bar- 
barian (2011) film on opening night with 
him. | have to admit, | didn’t have high 
expectations for this movie. The only 
things Conan related that | remem- 
ber experiencing was reading a Conan 
comic (it was OK) and playing a Conan 
NES game that was terrible at best. (1 
should get to that game pretty soon 
in the conquering blogs.) | also wasn’t 
exactly pleased to hear that we were 
going to be watching the movie in 3D... 
since | don’t like to wear two sets of 
glasses at the same time and 3D...usu- 
ally makes the movie worse and the 
picture blurry. 


Paying $10 for the movie didn’t lighten 
up my spirits either...especially when | 
could have waited for a month or two 
and go watch it at the dollar theater. 


Anyway, | already have a negative 
mindset...so will this Conan movie give 
me satisfaction anyway? Or will it leave 
me butchered...similar to how Conan 
tends to finish off his foes? Read on... 


(This is also my first movie review...un- 
less you count THAT thing. *pukes) 


THE GIST: 


Pm sorry if my summary may be a bit 
dry but please bear through. | will not 
give away TOO many spoilers. | also 
may mix up the plot scenes by accident 
because my memory is a little foggy...so 
please don't be too harsh on me. 


After seeing a bunch of meh trailers, 
the movie starts up with Morgan Free- 
man giving an introduction of what 
hind of world Conan will grow up in. 
Wait...Morgan Freeman? That has got 
to be........ the most AWESOME person 
for giving an intro! Getting off trach... 
he describes the world as place where 
fierce battles always take place in a 
world VERY similar to ours around the 
Dark Ages. The only main difference 
is that there is a sense of magic in this 
world with magicians, goblins, etc. | like 
how the intro shows the world like a 
dark storybook...similar to how the God 
of War Ill intro starts up to explain the 
events of the first two games. | was im- 
pressed with the intro and | was ready 
to see some more... 


Then the movie tells the events of how 
Conan grew up--starting with the scene 
of how he was...born? This may seem 
strange, but this is how the movie wants 


you to set a picture of Conan as one 
of the most bad@$$ characters alive. 
Simply put, there is a pregnant wom- 
an ummm..fighting in the middle of 
battle...and of course she gets wound- 
ed while she goes through labor. The 
husband comes by and slices her open 
in order to save the child...which the 
mother names him as Conan before she 
dies. Yes, Conan was born in the heart 
of battle. 


Then the movie skips ahead several 
years to the point that Conan is now a 
young teenager. He wants to be a part 
of his village’s defense force so he joins 
a challenge (which his father at first re- 
luctantly agrees to) where he has to go 
around the mountain and bring back 
an egg without it being shattered first. 
Of course, there are other teens who 
want the privilege to join battle so they 
try to get a head start and smash every- 
one’s eggs in the journey. It was a free- 
for-all and | liked it. Conan eventually 
gets ahead of the pack until a group of 
orc-like men ambush the group. Every- 
one retreats back to warn the villagers 
and soldiers except for Conan...since he 
gets surrounded by them. Despite the 
fact that he may look helpless, Conan 
manages to take down each of them 
brutally without too much trouble in 
another attempt to show you that he 
is ONE amazing fighter. After the skir- 
mish, Conan returns to the village in 
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one piece and spits out the egg--thus 
showing that he is the most skilled and 
is ready to be a soldier. 


His father recognizes Conan’s talent 
and teaches him more in the art of 
swordplay. They train relentlessly over 
the harsh winter and the father creates 
a sword for Conan, telling him that the 
secret to making the strongest sword 
possible was to combine the power of 
fire and ice (whatever that means). 
The father tells Conan though that he is 
not ready for his strongest sword...| guess 
because he feels that Conan fights more 
in rage than by thinhing things through. 


A few months later, the village gets at- 
tacked by a fairly large mass of dark 
soldiers who seek to find the last piece 
of a dark mask that is said to unleash 
unimaginable power and the power to 





awaken a queen of darkness (or some- 
thing). They finally get to the village 
chief after a battle scene (who just so 
happens to be Conan’s father) and 
interrogate him in an effort to s 
find the last piece. The leader of r 
this dark group manages to find 
the necessary information with the 
help of his witch daughter who can 
“sense” the dark pieces. 


OK, stop for a second. You know 
what this reminds me of a bit? 


Yep, | just had to have a Zelda 
reference in here. 


The daughter finds the missing 
piece and thus completes the 
mask...only problem is that in 
order to unleash the mask’s 
true power, one with a certain 






















“true blood” is required to revive the 
queen from her death. 


As they find the missing piece, Conan 
barges through (finally) and attempts 
to smite the leader. He manages to slice 
the nose off of a minion but otherwise, 
he fails and gets captured. Instead of 
killing Conan on the spot (which they 
should have done in order to prevent 
a lot of trouble later), they decide to 
leave him strapped there and watch 
his father get tortured alive while the 
house is being burned down (the fa- 
ther is also strapped to chains that con- 
nect to a bucket of lava over his head). 
Conan tries his hardest to free his father 
(even to point of nearly singeing his 
hands off) but at the last effort kills his 
father to prevent him from experienc- 
ing any more pain. Then Conan swears 
that he will kill the ones who tortured 
him. 


This is all just backstory for what the 
meat of the movie is...since most of it 
takes place when Conan is an adult. | 
don't want to give away too much so 
let me just say a few things and leave 
it at that. 


Conan lives the life of a thief, a warrior, 
and “somewhat of a bounty hunter”. It’s 
hind of hard to explain because he ba- 
sically just goes around doing what he 
"feels" is the right thing...even if it means 
death of a few individuals. Conan and 
the dark group that encountered him 
when they are young have their fates 
crossed since Conan is in “love” (1 put 

that in parentheses since Conan 
tend: to like girls...A LOT) with 
a girl that the dark group 
finds as the pure blood. 
They have multiple skirmishes 
with each other and Conan 
always feels like a bad@$$ 
who wins fights...but not al- 
ways flawlessly thankfully. 
Most of the movie's plot 
surrounds around the 
dark group's efforts 
to obtain the “pure 
blood” for their dark 
ritual. I’m going to 
leave the plot right 
there...because | 


feel that lve al- 
ready said too 
much. 


THE GOOD: 


The first thing that | noticed was that 
this movie is ripe with gore, guts, and 
brutality. For a movie about some 
“barbarian” that | knew little of...it 
SURPASSED my expectations. It’s to 
the point that Conan in this movie could 
actually stand a chance against Kra- 
tos himself! | love how the movie goes 
through a bunch of effort to show that 
Conan is a hardcore warrior who will 
stop at nothing to get what he wants. 


About the brutality, it seems that the 
movie took some lessons from...well... 
freaking Mortal Kombat. There is one 
scene where Conan tortures a guy (the 
one whose nose was cut off) by sticking 
his fingers into the place where the guy’s 
nose was just so that he could get some 
information. (DAMN!) | remember the 
whole audience being grossed out by 
this and you may find me somewhat 
freaky for saying this but | actually en- 
joyed how the movie was not afraid to 
show something brutal. (You also have 
to take into perspective that | am the 
King of Darkness, too.) 


After the torturing, the guy states that 
he will give the information as long as 
Conan doesn’t kill him. Conan agrees 
and the information is given. Later, 
Conan forces the guy to swallow a key; 
he takes the guy in the open in front of 
the guy’s slaves, and states that the key 
to their freedom is inside the man’s gut. 
Conan then states that, “ have respect- 
ed the promise. | did not kill you.” This 
is something that you would see in an 
ltchy and Scratchy cartoon! 


Speaking of Mortal Kombat, there are 
few scenes where they rip fatalities 
straight from the game. lm not kid- 
ding! There is even one guy around the 
near end of the movie whose face looks 
like Goro’s. Creepy... 


There are plenty of fight scenes to come 
by and there actually tends to be a 
bit of variety in all of them. One is on 
horseback, another in the snowy moun- 
tains, one on a chasm, another in the 
desert, etc. The way they fight is dif- 
ferent, too. Most of the time there are 
sword fights, but a few can end up be- 
ing straight fist fights or even double- 
sword fights. In other words, the fight 
scenes are the heart of the movie and 
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they should keep you entertained with 
the variety of moves each uses. 


The music isn't memorable, but it fits 
the upbeat fighting scenes and certain 


scenarios fairly well. lt getsthe job done. 


The sound effects are absolutely superb 
when it comes to the fighting scenes 
(which are the heart of the movie if you 
didn't figure that out already). You 


can hear every bone-crunching and ap- 
pendage-slicing sound with crisp qual- 
ity..once again going as far as feeling 
that they sound like those X-ray moves 
in Mortal Kombat. (I really need to stop 
talking about MK.) 


The fighting is nitty and gritty, and it 
isn’t afraid to go completely gory on 
you. For a Conan movie, this is defi- 
nitely a good thing. Everyone is cov- 
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ered in blood and dirt...which is what 
you should expect in a movie during the 
“Dark Ages” of the land. 


The sets and backgrounds are superb 
and usually have a bit of variety in 
them...going from mountains, to caves, 
to forests, to sea, etc. 


Most of the acting is done very well, 
and | feel that they managed to get the 
acting and character for Conan nearly 


perfect...but not perfect. He is a little 
too serious and not as happily-go lucky 
as | think he should of been when he is 
drunk or something that involves girls... 
but he SURE is brutal, tough, and mean 
when it comes to fighting. His phy- 
sique sure looks good on film, too. (BUT 
MINE’S BETTER!) 


Also, the special effects are great in the 

movie, and I’m glad that they didn't 

use a whole lot of GGl with most of the 
fighting...or at least it didn't 
feel like it. When it does 
use ССІ, it is actually rather 
impressive (not give away 
what the fight was though). 
Unfortunately, no dragons... 
which is kinda lame. 


As a final note, the last bat- 
tle is rather epic and the 
movie doesn’t want to end 
so soon. Instead, it wants to 
go down to the very end... 
similar to how the last fight 
scene in Avatar was...and we 
all know how cool the villain 
was in that movie. Oh yeah, 
| should also mention that 
the villains are actually pret- 
ty good and memorable...at 
least the witch daughter and 
her father. 


THE BAD: 


The camera was actually 
pretty lousy when it comes to 


the fighting scenes. The cam- 
era zooms in far too close to 
the action and it is hard to tell 


what is going on. | can see what there 
were trying to do, but it didn’t work 
that well. My guess was that they were 
attempting to give you the feel that 
you were a part of the fight with Conan 
and that the battle is very disorienting... 
just as how Conan is experiencing the 
battle. Or perhaps they wanted to give 
you the detail at how brutal the battle 
was close up. These may have been ex- 
cusable if it weren’t for the fact that the 
camera is shaky most of the time and 
that this can occur even in non-fighting 
scenes. Blech. 


Some of the acting isn’t that great. | 
feel that some of them don’t really feel 
like they’re in pain. For example, the 
pregnant mother at the beginning of 
the movie yelled as if she was laughing 
and crying at the same time. This act- 
ing was rather disgraceful and | could 
probably act better than that despite 
the fact that I’m one of the manliest 


men alive. Yeah. The acting was that 
bad. 


No dragons. 


The story after the intro is kind of so- 
so in comparison with the intro. It’s OK, 
but not as gripping. But | would say 
that | probably would watch through 
the whole thing even if | wasn’t in a 
theater. | should probably mention this 
though, I’m not a big fan of movies since 
| tend to get bored апа l'd rather play 
games. But...about the story...it can be 
forgettable in certain parts. 





The 3D is also not needed and is just as 
enjoyable in 2D. 
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Video games are a form of media that 
is peculiar within the world. The very 
nature of interactive entertainment 
betrays the idea of art. Art is something 
that has a concrete purpose or mes- 
sage. Video games do not possess such 
a thing. 


SCEA (Sony Computer Entertainment 
America) released a game in 2001 
called “Ico”. This game shook the foun- 
dation that a video game could not Бе 
art. Everything in the game world was 
painstakingly rendered in such beauty 
and detail that a regular Joe would 
have a hard time distinguishing it from 
a motion picture. 


“Ico” is a strange tale. The story is simple 
and so is the gameplay, but the experi- 
ence offered is majestic. You, as a gam- 
er or even someone new to games, will 
enjoy this classic from start to finish. 


The game opens with a cryptic cin- 
ematic. A boy is seen being carried on 
horseback by knights. They are mov- 
ing towards some kind of castle. The 
scenery around them is that of a forest 
with bright greens and the sun beating 
upon them. From this moment, "Ico" 
uses a constant noise of sorts to create 
an atmosphere that feels desolate. This 
works to greater effect in later parts of 
the game, but even the first moment 
you start playing “Ico”, you will feel like 
you are one in the world. A title screen 
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pops up after the first cut scene and the 
gamer is prompted to start their game. 
After this, the opening continues. 


Dramatic music sets in (sounds like 
a choir humming in a very beautiful 
tone) and the knights are shown taking 
the young boy up a tower. Every angle 
of the camera is completely cinematic 
in nature and rivals a lot of mainstream 








Hollywood movies in style. The begin- 


ning scenes show a great deal of atten- 
tion to detail in the environment. Birds 
chirp in the background, waterfalls 
make their heavy, pounding noises and 
the chains of the elevator lift sound ap- 
propriate. 


At one point, two stone barriers are sep- 
arate by what looks like lightning. The 
camera pans to show a sort of temple. 
There are many stone sarcophaguses 
lining the walls. The boy that the knights 
were carrying is placed into the tomb 
and is told that this is “For the good of 
the village.” 


This scene immediately sets a back- 
story for “Ico” that will be developed 
later (and even further in the prequel). 
Something is obviously wrong with the 
boy. He has horns growing out of his 
head, which probably indicates some 
kind of curse or omen to the village he 
was banished from. 


All of this is taken in from the first six 
minutes of gameplay. What else can be 
taken is the language used. The knights 
spoke in a tongue that sounded like a 
mix between Japanese and Latin. 


This is used to paint the picture of a fan- 
tasy world. 




















The young boy, who is referred to as Ico 
from now on, has an interesting turn of 
events. His tomb falls from its place in 
the temple and he is released. The boy 
has nothing to do but roam the temple, 
so he makes a trek to the top of a tower 
in the back. 


While walking up a winding staircase, 
lco notices a cage suspending from 
the ceiling. In that cage is a girl who is 
kneeling. Soon, though, her body is con- 
sumed by a black mist and Ico is pulled 
through the wall. 


The game switches to a type of film 
grain look while this is happening; 
causing one to believe this is merely a 
dream. After this dream, the player is 
given control of Ico for the first time. 
Looking around, your only option is 
to ascend a winding staircase again to 
look for answers. 


The scale on which this single area is 
rendered is quite large. Just as the rest 
of the game shows, everything in this 
world is grand in scale. The use of that 
omnipresent noise in the background 
and the small stature of Ico create a 
feeling of being alone. From that first 
moment you control the game, you al- 
most feel as if the world has given up on 
the young boy. 
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This temple also produces the game’s 
first puzzle and the main focus for the 
adventure. Ico needs to climb a smaller 
staircase and pull a switch before he 
can get into the back and find the girl 
again. 


When Ico finally reaches the top again, 
he speaks to the girl. She never responds, 
but Ico feels that she is being held pris- 
oner. This sends the gamer on a small 
quest to release her from the cage. 


Once this task is accomplished, the cage 
descends to the ground level and Ico 
finally gets to meet this young girl. He 
stumbles when she reaches her hand 
out and she speaks in an even more 
garbled language than the knights in 
the beginning. 


When the girl is mere inches away from 
Ico’s face, some type of monster appears 
out of thin air. They pull her away from 
Ico. The monsters have a style unlike 
anything seen in modern media. They 
are creatures made of black mist (simi- 
lar to what this girl was being consumed 
by earlier) and have a singular blue eye 
that glows from their heads. 


Ico quickly stands up and grabs a 
wooden plank to fend off the creatures 
with. This final piece of the intro reveals 
the rest of the game. “Ico” is about solv- 
ing puzzles and protecting this girl from 
the monsters. 


The story is so simple that one does not 
need any other explanation. The game 
falls into place like any excellent book 
or film with its placement of cut scenes 
that reveal small bits of info and its co- 
lossal scale. 


What does all of this description mean 
for the artistic side? Some of the best 
stories of our time are incredibly sim- 
ple ones where interpretation by the 
reader/viewer/listener are what makes 
them art. “Ico” is just that. 


While a story does exist, nothing more 
is explained than what is going on 
(though the prequel provides some 
background). Not only that, but the 
characters that the gamer must control 
are given such life from their realistic 
animations that you almost feel that 
you are the adventure. 


Ico and this young girl (who is later 
given the name Yorda) help each other 
throughout the games puzzles in a re- 
lationship that feels almost like love. 
Maybe fascination is what compelled 
Ico to help Yorda, or possibly his loneli- 
ness, but that is all left up to the gamer 
to decide. 


When the conclusion of the game does 
finally come, the gamer feels extremely 
satisfied at the turn of events. But even 
before that occurs, the puzzles that ob- 
struct your path need to be tackled. 
Completing any one of those gives you 
an overwhelming sense of accomplish- 
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Top 10 Things From 
Vicleo Games | Wish 
| Could elo in Real Life 


EY Tuner 


So everyone, how about this new Screwattack thing? Pretty cool, right? | 
haven't explored the whole site yet, but | think this redesign is only going to 
make things better here. Even though | haven't been as present around the 
site as l'ue been in the past, | still feel connected to this website and this com- 
munity. 


It’s just the kind of place where everyone has bonded together ma 
the simple elements of what make video games so fantastic. “ox 
opinion, what really makes video games so great is their abi- Жа, 2 
let the player do things they can't normally do in real life. But || 

a magic science machine or something that let me recrea- 
powers, abilities, power ups, moves, stories, or anything else 
video game, what would | pick? Well there's only one way 
out, and now that it’s painfully obvious why | did this long =, 
dup paragraph, because it's time for Thunderbird's Top 10 ® 
from Video Games | wish | Could do in Real Life! = 


broad or specific, but | can only take one. Everything that сі u 
ability is then dependent on the laws of the universe, as well as *_ 
we currently live in. So with that said, let’s get to the list. 
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10. Be Frank West = Daad Rising 


Yeah, Dylan Toomey might get a little mad at the low spot, but even | 
can’t deny that Frank West is one badass dude. Frank West is kind of like 
this generation's Duke Nukem, except not really at all | guess... Anywhoo, 
when faced with a seemingly endless horde of the living dead in a small 
town shopping mall coupled with the numerous psychopaths roaming the 
food courts and arcades (| don't know if there's an arcade, | didn't get 
that far), Frank West doesn't just wait in the safe room for his helicopter 
to come back, he jumps into action! After all, he has been in wars, you 
know? While Frank starts slowly, with simple benches and potted plants, 
eventually the zombies become more resilient and numerous, so, like the 
great processes of nature, this zombie hunting photographer was forced to 
adapt. Soon Frank found lawnmowers, baseball bats, sweet karate skills, 
swords, and even а car, all of which were used to fight the zombie menace. 





Dang | was going on there about Frank West for a minute, hahaha. But 
why would I specifically want to be Frank West if | could be anyone in vi- 
deo games? Because as many people reading this know, there are a large 
number of people who would probably greatly enjoy a zombie invasion. 
People can build up a lot of aggression and energy in a day, and good old 
fashioned violence, especially against such a commonly visible and clearly 
evil target? And since we're basically talking about Romero zombies here, 
these things aren't that hard to kill. But the only problem with this is the 
hopelessness of Frank’s true situation. Yes, there is still civilization out there, 
but if it somehow got to this small town, is it possible there are zombies in 
other places? What does this mean for the rest of the world? The rest of 
humanity? These crushing questions would hang over my head constantly, 
and l'd rather not deal with it. Still, it would be fun to hit golf balls at zom- 
bies on a rooftop. Even if | such at golf. 


While it is true l'ue only played Civilization: Revolution on the PS3, | still 
played enough of Sid Meier's history spanning strategy game to know that 
the general premise behind the series is to make the player feel like they 
truly rule an empire. And as far as my experience goes, | can testify that 
the game definitely succeeds at that. 


At this point some of the readers might be wondering 
why this is so low on my list. | mean, what more could 
one want out of life than having absolute power over a 
massive, powerful empire? Ull tell you what | want out of 
life more than that hind of power: Life and job security. 
Think about it. Sure, in the games there's rarely a threat 
of revolution, but that's not the way running an empire 
works. Remember, this list is about the best things you 
can do in games to do in real life. There's nothing spe- 
cified about living in the video game's universe. And in 
reality, running an empire is just a bit too dangerous: for 
me. Prospective assassination attempts, all the pressures 
that come with balancing the budget, trying to find a 
balance between a strong militaristic presence and an 
authoritative dictatorship, all that shit adds up on one's 
mind. The overwhelming pressure that comes with the 
job is the only thing holding this pick back from being 
higher on the list. Don't get me wrong though, ruling an 
empire would still be really fun. 
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As you already know, | post blogs about video games on the 
internet and spend a lot of time practicing fighting games. So 
what most of you can probably guess from that information, 
| don’t meet a large number of girls in those particular fields, 


While | guess I’m putting the whole series in this spot, it's really 
for the sandbox GTA games. And for some who may bring up 
the same issues with reality interjecting as | brought up in my 
posts about ruling empires or being Frank West, | simply state 
that | am specifying that the piece of the GTA experience | 
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and even if | did, I’m not exactly one of those Casanova types. 
This makes my heart ache all the more when | see how easy it 
is to make pretty girls blush in Harvest Moon 64. How easy is 
it? As easy as giving them a tomato; that's it. You don't have 
to even say anything, just show up on the right girl's doorstep 
with the right produce from your garden enough times, and 
slowly they realize that you're marriage material as well as 
everything they've ever wanted out of life. Jeez, it just makes 
me think this game takes place in one of those terrible times 
when fathers could sell their daughter's off for crops. But it 
doesn’t seem like that, because these girls really start to like 
you for some reason. | don’t Rnow, maybe having lots and 
lots of cabbage around shows reliability in a man. 





Now this comes in at number 8 being it has far less negative 
consequences than the previous two examples. However, the 
ceiling for prospective fun and reward is much lower. Sure, 
you could be knee deep in beautiful girls after a quick trip 
to Whole Foods, but if girls become that easy to get, would 
they lose their value? It’s that kind of question that holds ma- 
gic pheromone producing veggies back from being higher on 
this list. 


easy - СТА 


am exporting to real life is the ease in which you can get away 
with hilarious crime sprees. With that lone ability, | could still 
have a whole lot of fun with no real negative repercussions. 
Sure, the crime spree | would inevitably go on wouldn't match 
one created in GTA by any stretch, but still. Га go around 


and rob GameStop’s and 
other companies that dabble 
in douchebaggery. |а track 
down the assholes from high 
school and punch them all in 
the face. With a brick. And 
why would | do all of this? Be- 
cause | could get away with it 
as easily as | send a text mes- 
sage. ls there anyone out the- 
re reading this that wouldn't 
want to go on a crime spree if 
they could get away with it? | 
think not, and that’s why this 
is on the list. However, it’s not 
higher because a life of cri- 
me is not exactly the life I’ve 
planned out for myself, and | 
probably would get bored. 
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Just to be clear for all the non-Mother playing Super Smash 
Bros. playing readers out there, the name of the move is, and 
has always been Psi Starstorm, not PK Starstorm. PK is the 
abbreviation attached to all of Ness’ psychic moves, but Ness 
never learns the Starstorm move, that’s Poo’s territory, and 
the move is actually called Psi Starstorm, both in Earthbound 
and in Mother 3 when it's done by Kumatora. 


Now that I’ve got my fanboy nitpicking out of the way, let’s 

talk about this entry. There are lots of things that | like from 

Earthbound that | wish | could take with me into the real life. 

A constant stream of funds deposited straight into my bank 

account? Yeah, it'd be nice, but money can only be spent on 

things, and I’m looking for an experience that | can't just buy. 

So I’m left with psychic powers. But because | don’t want to 

be so broad (and because | don't want to deliberately steal 

from later on in the list), | decided to specify which one of the 

powers available in Earthbound | would want in real life. PK 

Rochin (or whatever you set the name as) would be cool, but 

it's poorly defined as to what it exactly does. Healing your- 

self and your friends would be helpful, and it would really 

cut down on hospital bills and health care, but at the end of 

the day, | would always go with Psi Starstorm. Why exactly? 

Because who wouldn't want to unleash psychic fury down 

upon their enemies with the power of a million suns? At least 

that’s what it looks like is happening. | can't really see any 

Са A DE á negatives coming out of this situation, you could continue to 
ES N Lal 2 > live your life as normal until you decide you don’t anymore. 
Earth |А ou 1d/Mothe 3 Line at the DMV too long? PSI STARSTORM THAT SHIT! Too 
i P many tests got you down? PSI STARSTORM YOUR SCHOOL! 

| See? Nothing bad can come of the Psi Starstorm, right? 





While | didn’t play much of Final Fan- 
tasy 6, | must admit that the cast of cha- 
racters is very fun and varied and inter- 
esting and all that. But there is one guy 
in the cast that from what Гуе seen, is 
apparently exponentially more badass 
than the rest. Sabin. | can't remember 
everything about this guy, | think he's 
related to a king or something like that, 
but none of that matters because this 
guy can suplex a motherfucking train. 


ARE YOU FUCKING KIDDING 
ME? THAT’S SO AWESOME THAT 
I DON'T EVEN NEED TO TALK 
ABOUT IT ANYMORE. NEXT GAME. 
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Yeah | split this one into two different entries, but that’s just be- 
cause | knew | wanted some kind of time powers on this list, but 
| really couldn’t decide which one to go with. Do | choose the 
more classic style of time travel seen in Chrono Trigger where 
you can warp to different times and places? Or the more com- 
plicated and emotionally tolling powers seen in Braid where | 
would be able to warp the flow of time itself in nearly every 
aspect as much as | wanted? It really all comes down to per- 
sonal opinion | think. Chrono’s time travelling abilities would 
allow me to zip around time space in an unlimited fashion, 
fixing the greatest atrocities of history (as long as | was, you 
know, able to do so), and making sure that the worst possible 
end result of my meddling didn’t occur. 


On the other hand, Tim’s time powers are much more flexible 
than Chrono’s. Instead of being forced to adhere to strict stipu- 
lations about the where and when of my time travel, Tim can 
simply warp the timeline to his content. Rewinding, controlling, 
replicating, Tim can do it all. And for anyone who wants to 
bring up Blinx: The Time Sweeper, well than fuck you. | hate 
that game, and I’ve barely played it. 'm going with Braid cau- 
se it’s a damn work of art. 


However, choosing Tim’s apparently superior powers isn’t 
without its own price. | mean, that’s pretty much what the en- 
tire game is about; how if you were to have this kind of power, 
would you almost be forced to misuse it, replaying every single 
event until you got the perfect outcome you want? I’m not 
entirely sure of my answer. Regardless, both Chrono and Tim’s 
remarkable time powers perfectly walk the line between ulti- 
mate power and ultimate sacrifice. And that’s why these two 
powers make it to the number 4 spot on my list. 
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Chrono Trigger / Manipulate Time = Bite 
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9, Throw a Alacdkulken 
Street Fighter Seres 


Those who Rnow me will understand that | really wanted 
this to be higher up on my list, but | just couldn't. But that's 
nothing against the awesomeness that would come with 
being able to project a literal fireball out of your god damn 
hands. It's just that the next two entries are that much coo- 
ler. But back to the hadouken. | think anyone who has ever 
played even a round of Street Fighter in all of its incarna- 
tions understand how great it would be to be able to actua- 
lly throw a hadouken. Just think about it. Say you've had a 
late night at the bar. 


Some dude is getting in your grill, or messing with your girl, 
or just spit in your drink or something. Sure, he might be 
bigger than you, and have that shaved head and all those 
tattoos, as well as about 80 pounds on you, but you still 
have one weapon. A HADOUKEN. No one, and | mean no 
one will mess with you once you light someone on fire by 
using a projectile conjured from your bare hands. No one. 
But as you will see when | finish this list, the power of the 
most famous move in Street Fighter history is just not spec- 
tacular enough to be higher than this. Ves it's awesome, but 
when you see the next two, you'll understand. 
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2, Psychic Powers = Psydnonauts 


TT uf GES, Fs ae NA Call it a cop out, call it cheating, call it whatever you will, but Raz’s 
5 a SS =~ incredible array of psychic powers in the criminally overlooked 
gem Psychonauts is something that | would love to have in real 
life. Within Raz’s disposal are various psychic abilities as pyrokinesis, 
levitation, shooting mind bullets, telekinesis, and more. What more 
could you want? 


Aside from ribbons of course. 


Well, if you’re wondering about Raz going into other people’s 
minds and have all sorts of awkwardly controlled platform type 
adventures, | have to cut you off for a second. Raz’s ability to go 
into other people’s minds was either from more powerful psychics 
at the camp, or because of the little psychic doorway thing; not be- 
cause of his own powers. So, due to my established rules, | don’t get 
it in this list. Plus, | wouldn’t want that anyway... going into minds... 
inception shit starts happening. | don’t want all that confusion in 
my life. 'm not good-looking enough to survive. 


Nope. Not nearly good looking enough. 
But still. If one looks at Raz’s full arsenal of psychic powers, it’s hard 


to imagine anything more fulfilling than working hard to develop 
all those psychic powers. 





$, Flave Pokémon 


| FUCKING LOVE ME MAH Pokémon! Now | feel like | should clarify exactly what | mean by just “Have Pokémon”. Do | 
mean to just have some random Pokémon that | have? No. I’m talking about all of it. If you think about it, Pokémon has 
such a stranglehold on the culture in those games. Pokémon are pets, a sport, a tremendous source of income, and sometimes 
seem to veer off into politics, religion and acts of evil (which of course, are responded to by acts of good). And | think that’s 
awesome. 


For the number one spot, I’ve decided upon the one fantasy that EVERYONE CAN ADMIT TO HAVING. No one can deny 
this. | know it might get tiring to only have one singular aspect that pretty much makes up the entire culture, but that's what 
makes video games, well, video games. They allow perhaps the most immersive of any escapist sort of media (at least that’s 
just my opinion). They allow us to become almost - , 
every role we could want to play, and whenever we | ” 
get tired of that role, we can simply switch discs or j 

turn off the console. | 
Also, | picked this as my number 1 because | just rea- 
lly love Pokémon. And come on, could you really 
imagine anything more fun than actually having 
Pokémon? You would never be bored again. If you 
found yourself with free time, just go grind in the fo- 
rest. And Pokémon fulfill all kinds of purposes out- 
side of battling. Your electricity runs out? Pikachu 
can handle that. Forget a lighter when you went 
out for a cigarette? Any fire Pokémon should be 
able to help you out. And Bulbasaur can help you 
build your house with vine whip, | think. | might be ? 
reading too far into this. 


Anyway, that’s my list. | hope everyone enjoyed it, 
and | hope you come up with your own suggestions 
for the best things to take out of video games. Until 
next time, lm Thunderbird; thanks for reading! 





204 SCREW ATTACK MAGAZINES SERTEMBER 





Calendar - September/October 2011 
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Video Game Releases of the months 















— NT Tom Clancy's Splinter Cell 013 
“ЖЖ Trilogy HD | 
Е Ы ¿Driver:San Francisco 
i ' tin Rar “ы ст” à "q 
Xbox 360 РЗ Mii BS -d 2 " 
РЕТ Quantum Theory 
i Xhox360 

Xbox 360/PS3 
uit | 
РД | 
Batman: Arkham City 
“PE Mbox 360 /Р53 


‘Ratchet and Clank: All 4 One 


Release Dates from September 12, 2011. 
Game's release dates may change during the month. 





GoldenEye Reloaded 


letal Gear Solid HD Collection “gf “a 
Call of Duty: Modern Warfare 3 \ k 1 


Elder Scrolls V Б E. Y 








PM BEAT... РМ REALLY... REALLY BEAT... This was one one of a hell massive 
and camplex magazine... and | love it!!! Jesus! This whole month was nothing 
but magazine and content for it. | had for breakfast, Lunch and Dinner only 
ScrewAttack Magazine. 


Getting the time to do this was realtively easy but something that really got 
in the way was the late articles that many gts decided to send me, after 
weeks of advertizing, asking and beggung everyone deicded to send me 
something but hours before the deadline... and most of the week without 
doing anything... 


Anyway I’m happy that this project survived 1 year... | would loved to have 
12 issues by now but hey what can be done, at least the issue number now 
matches the month! HAHAHAHAHAAHAHAHA! 
Anyway l wish you guys the best and to ScrewAttack’s new site... SUCCESS!!! 
Just one last thing, remember Birdman’s Charity Marathon on October 15th, 
you can make your donation here: 

http://www.birdmangivesback.com 


Ok | leave bye... 


Peace! 
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